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МР5 FIRST SIX YEARS! 


WELCOME TO THE start of the seventh year of NF Magazine! Yes, it has been that long. Nintendo Power wrapped up its run in 
December 2012, then we announced the existence of our team, the Nintendo Force, and began publishing our spiritual successor 
magazine starting on January 11, 2013! That’s six years ago as this issue you’re reading now is being sent out the door, which means 
six whole years of NF issues are now in existence, and Issue #37 here is the first of our seventh year. 


"But wait," you say! "I haven’t read all of the previous 36 issues!" At this point | have to assume there are few who have! 
We started out strong back with Issue #1 years ago, but we’ve added so many new fans over the years since then that there are 
thousands of you now who joined up at some time later on. For those of you in that situation, we like to offer bundles of our back 
issues through our website store at NFMagazine.com to help you get caught up! 


And there’s a lot to get caught up on! Across the past six years and the 36 issues you see crammed in to be pictured below, we’ve 
created over 3,000 pages of Nintendo Force content! Reviews, previews, features, interviews, comics and more that have never 
been published anywhere else besides those pages. So, check them out! They’re affordable! Less than a dollar per back issue! 


But these new bundles will only be available for a limited time, and they'll go live on our anniversary date: January 11, 2019. 
So move fast if you want to grab them! And thanks, as always, for continuing to support the Nintendo Force! - LUCAS 


NFMagazine.com/Shop 


ALL 2013, 2014 & 2015 ISSUES ALL 2016, 2017 & 2018 ISSUES 
IN DIGITAL FORM: $15 IN DIGITAL FORM: $15 


*TREASURE TROVE*; 
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INBOX 


JUST KEEP DIGGIN’ 


Yacht Club Games really dug themselves into a hole. 

At this point five years ago, we put Shovel Knight on the cover 
of NF Magazine’s Issue #7. At that time, it was entering the home 
stretch of development — just a few months away from its 
launch, scheduled for March 31, 2014. It ended up slipping a bit 
past that date, but the delay wasn’t too severe — Shovel Knight 
debuted on 3DS, Wii U and PC on June 26 that year. 

That year, 2014, was also supposed to see the arrival of all of 
the game’s promised expansion content: three extra single- 
player campaigns that swapped in three of the villainous Order 
of No Quarter knights as the playable character, plus a multi- 
player battle mode that made all of those knights playable. Go 
back and read NF #7 if you don’t believe me! That really was the 
timetable half a decade ago. That was the plan. 

But, as it turns out, Yacht Club Games had dug themselves in 
way too deep. It’s not a bad thing! Not at all. But in the process 
of developing all that extra add-on content — which was 
unlocked piece by piece as stretch goals in the game's 2013 
Kickstarter fundraising campaign, mind you — the Yacht 
Clubbers decided to make each and every promised piece into an 
event all its own. The three extra single-player campaigns 
became fully realized standalone games: Plague of Shadows, 
Specter of Torment and the upcoming King of Cards. The 
planned multiplayer battle mode, too, grew into a full game on 
its own as well: the upcoming Shovel Knight Showdown. 

Yes, "upcoming." Still. It’s five years later, the calendar on the 
wall says 2019, and Yacht Club’s just now putting the finishing 
touches on 2013’s promised extras for their 2014 original game. 
You’re probably familiar with the question "Where do you see 
yourself in five years?", commonly posed to young professionals 
at the beginning of their careers. If | had a time machine, I'd go 
back and ask that very question to Yacht Club for the interview 
we ran in NF #7, because there's surely no way any member of 
the team could have predicted they'd still be working on the 
same game over half a decade later! 

Again, it's not a bad thing! Somehow, it's worked. Focusing 
exclusively on this one game, expanding its content, expanding 
its audience and expanding its reach over such a long period of 
time, they've built it up into an incredible success story that's 
now sold multiple millions of copies across every modern 
hardware platform. It's such an unusual approach for an indie 
studio, but it's been incredible to see happen! And so now, 
exactly five years after we first featured the Blue Burrower on 
our cover, we're bringing him back. NF #37, like NF #7 before it, 
is brought to you by the Ace of Spades himself. So read on as we 
chronicle his last five years in even more detail in the pages 
ahead, then look forward to — finally — his grand finale! 

Right, Yacht Club? You're seriously almost done this time, 
aren't you? 


LUCAS M. THOMAS, EDITOR-IN-CHIEF 
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LETTERS 


| haven't played Shovel Knight yet, but 
given the constant praise I hear for it in 
NF Magazine, I’m sure it's only a matter 
of time until that changes. 

I think Yacht Club should make more 
charming platformers with character 
models that will later be amiibo-worthy! 

And, for my character, | would create 
Shovel Knight's archrival: Pickaxe 
Dragon! - JOHN KNUDSEN 


I have played Shovel Knight on FIVE dif- 
ferent systems: Wii U, 3DS, Xbox One, 
PC and Switch! The portable versions 
are my favorite, as the game lends itself 
to on-the-go play. 

After Shovel Knight I'd love to see 
Yacht Club tackle something that's 
adjacent to the platformer genre, but 
not "just" another action/platformer 
sidescroller. Maybe a light kind of 
Metroidvania? Or a 2D puzzle/plat- 
former? 

| would add Shovel Knight's mentor 
as a character. Where did our blue-clad 
hero learn the ways of Shovelry? Who 
taught him how to strike the earth? Is 
that mysterious figure a fish person? 
Who knows!! — JOHN HUNT 


Shovel Knight — from the bit that | have 
played of it on my 3DS — proved to be 
an almost perfect amalgamation of all 
things retro. It perfectly captures the 
feeling of classic games like Super 
Mario Bros., Zelda, Mega Man and more. 
What Yacht Club did for the 8-bit era, 
| think they should try and do for the 
64-bit era. They should try their hand at 
a Banjo-Kazooie-esque platformer or 
collectathon, whether they want to use 


NF'S Ultimate issue lived up to the 
scope and scale of the largest Smash 
Bros. sequel ever by being the biggest 
NF issue ever! A total of 100 pages let 
us present personalized previews of 
every playable character in the new 
Smash... well, nearly every playable 
Character, as a couple weren't yet 
publicly revealed by the time we went 
to press. We've rounded them up in an 
extension of the "Everyone is Here!" 
feature later in this issue, though, as 
well as presented our full review of 
the game! Beyond Smash, though, our 
attention is turning now to the grand 
finale of Shovel Knight just over the 
horizon. We asked Player's Poll ques- 
tions on that topic: "Have you played 
Shovel Knight or not?", "What should 
Yacht Club do next?" and "If you were 
to add your own character to the 
Shovel Knight world, who would you 
create?". Here are your answers! 


Shovel Knight again or create an all-new 
IP. 

I think a fun character that Yacht 
Club could include would be a figure 
who appears as a normal and cliché 
"knight in shining armor" from a 
distance, but then turns out to trans- 
form into a robotic titan who uses tech- 
nology-based weaponry and attacks to 
fight! — XAVIER “CATHODETOJOY” 
GAVIN 


I played Shovel Knight soon after the 
physical copies released across all plat- 
forms (I'm still a big physical edition 
guy!) and quickly fell in love with it! I 
now may or may not have both the Wii U 
and 3DS physical editions, the Switch 
digital edition and a Treasure Trove 
physical copy also pre-ordered on 
Switch . . . | regret nothing!! 

I'm torn between Yacht Club working 
on a new IP versus taking the reins of 
and rebooting a beloved Nintendo IP! If | 
really had to pick, | think I'd want them 
to remake (or create a similar successor 
to) Zelda 1: The Adventure of Link for 
NES. It was an inspiration for Shovel 
Knight and the first Zelda game I ever 
played (Zelda is my favorite series, so 
there's definitely nostalgia here). | know 
it's regarded as the "black sheep" of the 
franchise, but with some quality-of-life 
upgrades and the amazing talent at 
Yacht Club to tweak and improve upon 
it, it could be a huge hit! 

| love the Order of No Quarter, so I'd 
probably want to see a new knight join 
up. Maybe "Starry Knight"? (Pause for 
laughter.) His lair would be in an obser- 
vatory and he'd harness celestial 


powers like comets or solar flares in his boss fight! 
Or just whack you with a giant telescope. I'm good 
either way! — ZACH LINDEMANN 


I got Shovel Knight: Treasure Trove on the Nintendo 
Switch some time early in 2018! 

With the amount of new content/games they've 
added to Treasure Trove, | wouldn't mind if they 
stopped Shovel Knight and started a new IP. Though, 
it would be really cool to have an actual sequel to 
Shovel Knight, evolving the visuals and gameplay 
from NES-style to SNES-style. That would be really 
cool! 

A cool new boss character could be Samurai 
Knight. Blending the Samurai and Knight look I think 
would be very interesting, and the stage could be a 
medieval castle in the style of Japanese architec- 
ture. — BIO21 


l'd create a sensei character who teaches Shovel 
Knight new abilities and offers cryptic wisdom to 
guide the player. — ZACHARY 


I first played Shovel Knight in mid-to-late 2015 after 
hearing many, many people express their interest in 
seeing his inclusion in SSB4. Naturally, | then under- 
stood why! 

What I want to see from Yacht Club next is an 
entirely new IP that plays and feels very different 
from Shovel Knight — perhaps drawing inspiration 
from series other than Mega Man, Castlevania and 
DuckTales. The style should be different 100... . 
perhaps a hand-painted look? I'm not saying I dislike 
how Shovel Knight plays and looks — far from it. | 
just think that it'd be best if YCG brought something 
brand-new to the table! 

And | would create Order Knight! He's a corrupt 
judge who uses an enormous judge's mallet as a 
weapon, creating huge shockwaves that can send 
Shovel Knight to the other side of the courtroom! In 
the middle of a battle, he'd sign off on certain laws 


WISE OLD MR. SHOVELFACE 


Amazingly, I’ve played Shovel Knight on three consoles at this point: PC, 305 and Switch. The developers 
at Yacht Club are so ridiculously generous with their content that it felt right to buy it several times! 


I'd be lying if | said | didn't want a 3D Shovel Knight in the style of the Nintendo 64. It could even function 
as a sort-of "what might have been" imagining if Capcom had published a more typical Mega Man adven- 
ture on that platform back in the '90s, given Shovel Knight's similarity to the Blue Bomber's structure. 


As for my idea for a new character, perhaps a sentient shovel? It would be funny to see Shovel Knight 
confronted by a speaking version of the tool he's been hopping around on. Ideally it would chide him for 


his rough treatment! — CHRISTIAN SKIPPER 


| love the idea of Shovel Knight having a conversational relationship with his own weapon! 

Reminds me of the various chatty helper characters that have tagged along with Link in several 

of the Legend of Zelda adventures over the years. Maybe we could combine it with some other 

readers' call for a mentor/sensei character and have the shovel be an elderly warrior who schools 
the young upstart in the true way of Shovelry? "No, no, no. Shove my face into the dirt 


with much more speed than that! You're doing it all wrong!" 


that make Shovel Knight play differently for a short 
period of time, such as making him have shorter 
jumping range, or making him have a slippery walk. 
Why? Because it's the law! And, what is Order 
Knight's goal? To banish Shovel Knight from the 
land! - HORIZONE 


I was very close to playing Shovel Knight. I got it 
from my Mom and she told me it would be fun, but I 
thought it was a random game from a bad video 
game company and never played it. 

I think Yacht Club Games should try to make a 
new character and game that borrows aspects from 
Shovel Knight and makes it an RPG. 

And | came up with a boss who has a weird 
weapon like Shovel Knight's shovel. Ladies and gen- 
tlemen of the Nintendo Force round table, I intro- 
duce Mop Knight! His stage would be filled with 
knight-corroding trash and you would have to hit 
automated mops to clear it. His stage's weapon 
would be the Power Mop, where you ride an auto- 
mated mop that rapidly decreases your magic as 
you move along. — JOHN WHITTLE 
John, you owe your Mom an apology. She's 
clearly the coolest Mom. 


| would introduce my own knight, Gourmet Knight! 
As a master chef, he'd fight with a barrage of kitchen 
utensils, and multitask fighting and cooking. The 
apples and turkey have to come from somewhere, 
right? — OWEN McMILLAN 


| would have a former Order member who now runs 
an inn: Night Knight. - DANIEL MYHRE 


Whatever Yacht Club Games does with their next 
game, they need to not be as ambitious/generous 
with their DLC. All they promised on the Shovel 
Knight Kickstarter was to make the other Knights 
playable. Instead, they basically gave away four free 
games! — JOHN YANN 


DON'T ANGER 


THE OX 


Dear Ox, 

With the Wii Shop Channel shuttering, many 
great exclusives (like Fluidity, Castlevania ReBirth 
and Excitebike: World Rally) will be unavailable 
legally to those who didn't already purchase 
them. What is your opinion on these great (and 
not so great) games becoming unavailable for 
purchase? — SPENCER JONES 
It's tragic, especially with stuff like Konami's 
ReBirth series. Hopefully someone will wise 
up and re-release some of these on Switch... 
and on a cartridge would be especially nice. 


1 refuse to buy Breath of the Wild because the 
dungeons are terrible. Go. — IZZEKIAL 

1 always favored the overworld in Zelda 
games, personally. I mean, it's not like you 
often return to the dungeons, anyway. 


Hello, The Ox! I was wondering if you like Super 
Smash Bros. Ultimate or Shrek SuperSlam better 
as your go-to fighting game! - MACADE 

Why is urban Champion never a part of this 
question? 
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Five years ago in our interview with the Yacht Club Games team in NF #7, one heartwarming hope they 

had for their then-unreleased game and still relatively unknown character was revealed: "One dream is 

to see kids dressed up as Shovel Knight on Halloween." Well, I'd say that's one dream come true. I'm not 

sure how many who've dressed up as the Blue Burrower in the past half-decade have been children, or 

whether or not the calendar read October 31 when they chose to do so, but cosplay of the game's entire 
cast of characters has become the norm at conventions. Here are just a few examples! 


THE PLAYER'S POLL 


Congratulations to Christian Skipper, the winner of last issue's Player's Poll! 
Your new chance to win is below, and this time around we're interested to know 
your thoughts on these fresh questions! 


As 2019 begins, let's reflect on What new game are you Put yourself in the role of 

2018! What were your favorite most looking forward to scheduling Nintendo's new 2019 
games of the year, and why? in 2019, and why? Or will games. Which would you launch 

And what was the best surprise you be content with titles first? Which would you hold 
announcement of the year? from 2018 for a while? until the end of the year? Why? 


Send your responses to PlayersPoll@NFMagazine.com with the subject line 
"Player's Poll for Issue #38" - this time, one reader whose answers are picked 
for print will win a copy of the all-new 2019 game of their choice! 


COMIC BREAK 


the sitcom’ starring a final boss and an 


T 8፳=ሠ obnoxious ‘90s video game mascot 
by 


e : 
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E , with special guest Jenkins providing the 5D. art! 


Oh my p 


m a from the 
1 соте from a technological wonderland where everything 
and everyone moves in 

[ሃዩ traveled to prevent a 
horrifying new- - 


wild flipping 
and flailing! 


y 


No! 1 mean... yeah sorta! But still 
YOU GOTTA BELIEVE ME! 
Three dimensions is more than 
we were ever meant to handle! 
It broke something in the future! 
To use one of our future- words, everything got all... WONKY!!! 


getting stuck 
outside the 


DUDE! TERRIF YING-TASTIC! ЕЕ 
WEGOTTAGETRIDOF — е 
THIS THINGI! With that destructive pile of polygons 
| | out of the way, the future is secure! 
| shall now return to my own time! 
Well sing of your heroism 


for all eternity! G 


BY LINDSEY LAYNE KING & MARK "THE REGRESSOR" JENKINS 
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PIKACHU'S SHOCKING NEW LOOK 


The world's most famous Pokémon is fluffily fuzzy in the upcoming Detective Pikachu film! 


D'AAAWWWW . . . DON'T YOU just 
want to pinch his widdle cheeks? 

Well, don't. You'd get electrocuted. 

Speaking of "cuted," that seems to 
have been the mission laid at the feet 
of the visual effects artists working on 
the upcoming Detective Pikachu film — 
and, | have to admit, | think they've 
succeeded with flying colors. This little 
Electric-type icon has been around for 
over two decades now, but never 
before has Pikachu looked this cute. 
He's adorable! And the hat on top, too! 
Eeeekkk!! Squeeaall!!! 


And the appeal just keeps on 
coming, as when this particular 'mon 
opens his mouth, it's not just the usual 
"Pika Pika" that comes out. It's that 
most lovable, rogueish Hollywood boy 
in a man's body, Ryan Reynolds! We 
knew he'd been cast in the role, of 
course, but it wasn't until the release 
of the first trailer for the film that we 
got to hear him in action as the 
English-speaking 'chu. It's a good fit, 
too! | mean, Ryan's no Danny DeVito, 
but this is a strong consolation prize 
since we're not getting The Penguin. 


WHERE DO YOU SEE YOURSELF IN FIVE YEARS? 


(Relatedly, DeVito really does still 
need to have some role in this, don’t 
you think? Maybe as an actual penguin 
Pokemon like Piplup. Or Detective 
Pikachu's grandpa.) 

Pikachu isn’t the only monster who 
will get a visual overhaul in the film, of 
course, and the trailer gave us our 
first look at several more — like the 
ever-irritated Jigglypuff (now with 
flooffy hair swoosh) and subject-of-an- 
interrogation Mr. Mime (now to be 
known as Mr. Meme instead for the 
impact his short scene had on social 


media in the wake of the trailer’s 
release on November 12). 

It’s all rather shocking, but it works 
— and it seems audiences agree, if the 
millions upon millions of YouTube 
views of that first trailer are any indi- 
cation. Will the world’s collective curi- 
osity to see how Pokemon translate 
into live action be satisfied by this first 
look alone, or will those views trans- 
late into actual ticket sales? We'll find 
out in a few months, as Pokemon: 
Detective Pikachu opens in theaters 
on May 10, 2019. — LUCAS 


FAREWELL, MARIO 


Super Mario's namesake has passed away. 


MARIO SEGALE, BORN on April 30, 1934, passed away on October 
27, 2018. 

Legend has it that Nintendo of America's first president, Minoru 
Arakawa, wasn't that great at paying his bills. Not while the company 
was just getting itself established in the States, at least — like way back 
in 1981, when the entirety of NOA was housed within a rented ware- 
house in Seattle. Into that drab, cavernous space filled with Donkey 
Kong coin-op cabinets, Mario Segale — the warehouse's owner and, 
thus, NOA's landlord — stalked in, fuming and furious, and demanded 
that Arakawa pay him the overdue rent he was owed. 

Seriously, it was quite a scene. David Sheff first told the tale in his 
classic book published in 1993, Game Over — it was reported that 
Segale loudly and publicly berated Arakawa right in front of all the NOA 
employees who were there that day. After taking that verbal beating, 
Arakawa must have made good on the debt, because NOA wasn't 
kicked out, and the super-stern Mario continued to put up with all 
those young "video game" kids as his tenants. 

And so it was out of respect, fear or maybe a bit of team-unifying 
laughter at their loudmouthed landlord that the NOA alums of '81 made 
the decision to playfully rename the heroic carpenter character from 
all those Donkey Kong machines. He'd only been called "umpman" on 
the cabinet artwork, but from then on he became "Mario." 

Somehow, the name stuck! You wouldn't think that Nintendo of 
America employees who'd just witnessed their boss getting yelled at 
over missed rent payments would be the ones to choose the lasting 
name for the most iconic video game character of all time, but they 
did, and when that unofficial, tongue-in-cheek name selection made its 
way across the Pacific to the company's true home office, Shigeru 
Miyamoto and the NCL leadership of that era loved it! Jumpman was 
left behind in Donkey Kong in 1981. Starting in 1982, with the release of 
the sequel Donkey Kong Jr., he was Mario forevermore. 

Mario Segale's involvement with the classic character began and 
ended with that one momentous encounter, and he rarely acknowl- 
edged the connection for the rest of his life. In one of his only inter- 
views to touch on the subject, in 1993, he said, "You might say I'm still 
waiting for my royalty checks." — LUCAS 


MARIO IS MISSING 


[Usa no-go on the Mario cameo. 


EVEN RALPH LOOKS confused. 

Ralph Breaks the Internet, the new 
sequel to 2012's Wreck-It Ralph, hit 
theaters across the United States this 
past November 21. We'd been looking 
forward to it for years, even covering 
it here in the NF News section a couple 
of years ago, because there was a 
rumor — a strong rumor — that Mario 
himself would make a cameo appear- 
ance in this sequel. 

But, well, spoiler warning: He 
doesn't. He's nowhere to be seen. Not 
even a mention of his name, which 
means the first Wreck-It Ralph gave 
him more attention than this one did! 

Now, granted, Ralph Breaks the 
Internet had much less opportunity to 
work in a Mario cameo than the first 
film did, as the first one took place 
entirely within the confines of a video 
game arcade and the various game 
worlds all plugged up to the same 
surge protector — while this sequel 
spends very little time at Litwack's 


Family Fun Center and Arcade and 
instead sends Ralph and his best pal 
Vanellope on an adventure through a 
Wi-Fi connection and into the expanse 
of the Internet. A few game characters 
still get some screen time — Sonic the 
Hedgehog even has a few lines — but 
Nintendo representation is next to nil, 
which comes as a surprise after that 
Mario rumor and the prominent place- 
ment Bowser got on-screen in the bad 
guys' support group in the first film. 
Perhaps Nintendo pulled their char- 
acters back? After all, it took six years 
for this Ralph sequel to arrive, and in 
that time the Big N made a deal with a 
different studio to develop Mario's 
own movie — it's in the works at the 
Minions' home, Illumination, as we 
speak. Maybe a casual cameo in the 
second Wreck-It Ralph would have 
diminished the power of finally seeing 
the mustached man in his own 
animated silver screen outing? Alas! 
We'll have to wait for that! — LUCAS 
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SHOVEL. 
KNIGHT 


SPECTER KNIGHT 
PLAGUE KNIGHT 
KING KNIGHT 


FROM FAMINE TO FEAST 


The amiibo drought of 2018 is coming to a swift end as the New Year begins. 


THE ENTIRE YEAR of 2018 only saw 11 new amiibos 
released, and most of those came out in the last 
three months of the year. The Splatoon 2 Octoling 
trio, three new Smash figures, Pearl, Marina and the 
giant-sized Detective Pikachu came from Nintendo. 
Bandai Namco released Solaire of Astoria, Capcom 
built a Mega Man 11 amiibo and Blizzard produced a 
Loot Goblin for Diablo III. That was all, for all of 2018. 
However, while new releases were few, the amiibo 
announcements made in 2018 can be credited with 
revitalizating the brand: specifically that each new 
fighter in Super Smash Bros. Ultimate will get his or 


samiibo: 


her own figure, and that almost every old fighter 
from the Wii U and 3DS versions will be getting their 
existing Smash amiibo reprinted. (That's not official 
for the States as of this printing, but it is in Japan, so 
it should be confirmed soon in the West as well.) 
Japan just gets first dibs on amiibo, it seems — in fact, 
a massive special bundle just released there with 63 
amiibos in one box! (And a poster.) That’s historically 
the biggest figure set ever sold by Nintendo! 

The official list of reprints, currently, is as follows: 
King Dedede, Olimar, both Bayonettas, Bowser Jr., 
Mega Man, Cloud Player 2, Meta Knight, Yoshi, Sonic, 
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Rosalina & Luma, Greninja, Fox, Lucario, Wii Fit 
Trainer, Peach, Charizard, Jigglypuff, Sheik, Marth, 
Captain Falcon, Donkey Kong, Little Mac, Shulk, 
Bowser, Roy, Wario, Robin, Mewtwo, Ganondorf and 
Ike. (Whew!) Some are already hitting shelves, so it's 
time to dust off those checklists and get back out on 
the hunt! 

Looking ahead into 2019, we have King K. Rool, Ice 
Climbers and Piranha Plant coming on February 15, 
while Isabelle, Young Link, Pichu, Ken and Daisy are 
still under the ambiguous "2019" label. The Shovel 
Knight: Treasure Trove trio (seen above) will hit April 
9 alongside the game's new retail Switch version. 

Still no sign of Simon Belmont, Richter, Incineroar, 
Chrom, Joker, Dark Samus, Snake or Pokémon Trainer 
amiibo (though personally | think separate Ivysaur 
and Squirtle amiibo are warranted). But they're 
coming! The drought is over — amiibo is back, baby! 
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NEWS 


Collector's Corner is compiled by Brett 
Martin, the world record holder for the 
largest collection of video game memorabilia 
on Earth. For more, visit videogamemm.com! 


KIRBY, No! Dont Do It! 


It’s... it’s too late. His hunger has become unstoppable. Those poor people! 


PREMIUM BANDAI IS really sucking up to Kirby fans recently with this new inhaling 
Kirby cushion plush! This is a Premium Bandai item, meaning it’s more high-end than 
most Bandai products, and its price tag suggests this as well: 9,500 yen (or right around 
$85) is what this will ring up for in Japan, and that’s the only location for this so far! 
Import shops are asking around $100, but shipping this large plush might sting a bit. 
The idea behind the plush is that the buyer would place their head inside Kirby’s mouth 
and then take a nap. Not exactly my idea of a grand time, but apparently sleeping ina 
chair in a position just like this is popular enough in Japan to necessitate these kinds of 
pillow products, and Kirby’s the cutest version around. It’s out now, so you can stick your 
head in and head to Dream Land as soon as he’s delivered! 


LETS Go, TAMAGOTCHI! 


An all-new way to befriend an Eevee. 


POKEMON IS GOING back to its roots with the Eevee x 
Tamagotchi from Bandai. There are two versions of the item — "I 
Love Eevee" and "Color Friends" — but it’s the same game on 
either. Playing with and taking care of your LCD screen-bound 
Eevee will allow it to evolve into one of its known Eeveelutions, 
but it can also evolve into a new Tamagotchi-exclusive type! 

This item sold out on November 21 within the first 15 minutes 
of its availabilty in Japan, and there’s no word on whether it will 
be distributed in other regions. Sounds like a second batch is war- 
ranted, but whether Bandai wants to make more money or not 
remains to be seen! 


CONFECTION COLLECTION 


You'll ruin your diet to get them, but hey, Mario Odyssey toys! 


FURUTA’S BLIND-BOXED Choco Egg figure line is known for small but very detailed 
and well-painted figures, and their Mario figures have always been especially stellar. The 
sets tend to focus on the man himself, and this set has five different Mario figures to 
find. You can unwrap the chocolate egg to find Mario with Cappy, Wedding Outfit Mario, 
Safari Outfit Mario, Mario with Sailor Hat and even the shirtless Bathing Suit Mario! 

The rest of the set is just great, though. Peach in her vacation dress and hat and 
Pauline round out the human characters, while Captured Goomba, Bullet Bill, Hammer 
Bro, Sherm and Moe-Eye represent the playable bunch. Topper and Hariet are two 
Broodals included, and that leads me to believe we'll see another set of these figures 
soon that will include Spewart and Rango. The last two figures in the 16-figure set are 
Cappy in ghost form and a Tostarenan! 
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MEET MELMETAL! 


What? Meltan is evolving! 


SOMEBODY'S BEEN HITTING the 
gym. 

In this same space in our last issue, 
we introduced you all to the newest 
Mythical Pokémon, Meltan. The first- 
ever Pokémon to makes its debut in 
the Pokémon GO mobile game, Meltan 
is a teeny-tiny little Steel-type with a 
globby blob of molten metal for a 
body, a head shaped like a hex nut and 
asingle free-floating eye. (Somehow, 
it still manages to look cute.) 

But there's more to Meltan than 
meets the eye! We've since learned 
that there's another first the little guy 
is laying claim to: It's the first-ever 
Mythical Pokémon to be able to 
evolve! So, ladies and gentlemen, say 
hello to Meltan's evolved form, the 
hulking, humongous Melmetal! 

Still a pure Steel-type, this 
massive 'mon is, storywise, a 
fusion of a whole bunch of 
little Meltans into one 
huge molten metal 
beast. Like what might 
happen if the T-1000 
from Terminator 2 


Great! 


Meltan evolves, and its 
evolution look incredible! 


met up with 100 other T-1000s and 
they all decide to glom onto each 
other and form a single, supersized 
Terminator. Scary, | know! Luckily, 
Melmetal seems mostly jovial by 
nature. 

It’s going to be tough to add this 
one to your Pokédex, though — you 
first need to catch Meltan by connect- 
ing your GO game to a copy of Let's 
Go, Pikachu! or Let’s Go, Eevee! on 
your Nintendo Switch, then you have 
to gather 400 Meltan candies to be 
able to evolve it. A Herculean task! It 
could take years! Or lots and lots of 
walking with Meltan set as your buddy. 
Trainers who end up actually getting a 
Melmetal of their own will prove them- 
selves to be the most dedicated 
Pokemon Masters of all! — LUCAS 


» 
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[| probably never be 


able to have one myself. 


GAME FORECAST 


A quick look at the biggest games coming in the months ahead. 


& DLC! 


Upcoming add-on content. 


IT ISN'T OFTEN that Nintendo's release schedule for any given 
calendar year kicks off quite this quickly, but 2019 will only be a 
few days old when Fitness Boxing arrives on store shelves on 


F ] ያ 
ወ January 4. Developed ከሃ Imagineer — an unsung studio that's 
been supporting Nintendo's systems for over three decades now 
— this one is the latest in exercise support software, filling a gap 


in the Switch library. See more on Page 31! 


NEXT ON THE docket will be a double dose of 
everyone's favorite plumber brothers, bringing 
back a pair of their past performances on the same 
day: January 11. New Super Mario Bros. U Deluxe is 
a new version of New Super Mario Bros. U, which 
was first new in 2012. It's still new, right? How many 
more years before this series' name is truly dated? 


WE'VE GOT A fresh preview of New Super Mario Bros. U 
Deluxe on Page 32, by the way, followed immediately by our last 
pre-release look at this game, Mario & Luigi: Bowser's Inside 
Story * Bowser Jr.'s Journey, on Page 33. Which Mario quest will 
you set out on first on January 11: the Wii U port or the remake 
of a DS RPG? Everything old is new again when the calendar 
flips into the New Year! 


AND JANUARY'S NOT done! Years don't usually 

get going with three weeks of back-to-back-to-back 
Nintendo-published home console releases, but the 
Big N has reportedly stepped up to distribute this 

latest Grasshopper Manufacture experience, so let's 
go ahead and count that to mark down 2019 as one 
for the record books. More on Page 34 for this one! 


THE OLD DIVIDE between Europe and North America rears 
its head again, as Yo-kai Watch 3 debuted in the former terri- 
tory on December 7, but the latter has to wait until February 8 
to join Nate, Whisper and Jibanyan on their adventures in the 
Yo-kai franchise's version of the United States. Since the game's 
set in America, shouldn't it have come here first? Seems like 
something to be offended about. Everybody get outraged! 


BEYOND FEBRUARY 8, it's currently a bit of a 
toss-up for which game Nintendo will push out the 
door next. It seems like several are basically ready 
to roll, including Yoshi's Crafted World, which was 
originally scheduled for 2018 but slipped into 2019 
when (probably) Shigeru Miyamoto upended some- 
body's tea table about it. More on Page 35! 


Though І played both New Super Mario Bros. U and Mario & Luigi: 
Bowser's Inside Story to completion years ago, | can't get mad about 
Nintendo giving both of them a second chance in the spotlight — 
both of them were wonderful then, and both are sure to be great 
again with new features added on! — LUCAS 


SUPER 


LI < m m ¿m SG 


( Fighters Pass 


“EVERYONE IS HERE!” . . . for the moment, that is. 
While we didn't quite have official confirmation of it 
when our Smash-themed Issue #36 went to press, it's 
now been established that, yes, Super Smash Bros. 
Ultimate will have its roster expanded via DLC in the 
months (and years?) ahead. A $24.99 "Fighters Pass" 
is on sale now, and those who plunk down the cash for 
it will be treated to an additional five fighters between 
now and February 2020. 

Who those fighters will be, though? Only one has 
been revealed so far: Joker from Persona 5! (More on 
him on Page 48.) The speculation about the remaining 
four will likely continue for the better part of the year 
ahead, as it seems they'll each be revealed one at a 
time, as Joker was, peppered here and there through- 
out various Nintendo Directs in 2019. 

Each of the five new fighters will be accompanied 
by a new stage and music, and they'll also be sold as 
individual DLC for $5.99 apiece if only one or two 
catch your eye and you don't feel like dropping the full 
25 bucks for the Pass in its entirety — but Mr. Sakurai 
is offering an immediate bonus for those who invest in 
the whole season up front: a Rex Mii Fighter suit! 

Another DLC bonus for all Ultimate early adopters? 
A playable Piranha Plant! Yes, those toothy terrors are 
finally uprooting themselves to become even more 
terrifying. More on it on Page 47! 
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ROAD REDEMPTION 


A COUPLE OF Kickstarter cousins, both Shovel Knight and Road Redemption 
sought development capital on the popular crowdfunding site at the same time 
in April 2013. Perhaps it was a brotherly bond of being in battle in those same 
trenches together that got Yacht Club Games to agree to let DarkSeas Games 
borrow their star trench-digger in order to boost audience attention for this 
spiritual successor to the Road Rash series? 

In Road Redemption you take control of a ruthless gang of roaming criminals 
on motorcycles, cruising around the nearly abandoned desert highways of a 
post-apocalyptic near-future United States and preying on what few travelers 
you find on the open road, opening fire on them with machine guns, blowing 
them up with explosives . . . it's pretty violent and intense. Shovel Knight, of 
course, isn't having any of that kind of villainy, so you can optionally take 
control of him instead and bring swift shovel-to-the-face justice to those gangs 
instead! (Swinging a shovel and riding a motorcycle simultaneously is a skill.) 


DECEMBER 2014 
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RUNBOW 


WHILE ROAD REDEMPTION served as one of Shovel Knight's first crossover 
cameo appearances, it didn't land on a Nintendo platform until it hit Switch just 
a couple of months ago on November 6, 2018. So Big N loyalists more likely got 
their first glimpse of the Blue Burrower outside of his own world via Runbow, 
which came to the Wii U three and a half years ago. 

Runbow served as a massive indie icon meet-up, in fact, as Shovel Knight 
was just one of over a dozen different guest stars who all came together to race 
the rainbow. Rusty from SteamWorld Dig, CommanderVideo from the BIT.TRIP 
series, Juan and Tostada from the Guacamelee! games and many, many more 
all combined for a roster that looked like Indie Smash Bros.! Though the style of 
gameplay wasn't exactly that: Runbow's multiplayer competition took the form 
of races to the finish in colorful worlds where platforms are constantly appear- 
ing and disappearing, and the competitors mostly just run and jump. Shovel 
Knight, then, played in functionally the same way as every other character. 


AUGUST 2015 


MUTANT MUDDS 
SUPER CHALLENGE 


WHEN RENEGADE KID revisited the world of Mutant Mudds for this extra- 
difficult sequel, Jools Watsham must have known that Max would need a few 
extra allies to help him repel the force of invading mud aliens! He tapped into 
his connections across the indie corner of the game industry and was able to 
secure permission to use several stars from other studios. In fact, every single 
level in the game had a secret guest star hiding somewhere within it! 

You could track down Woah Dave in Level 2-1. In 3-1, it was Pip from, well, 
Adventures of Pip. Captain Viridian from VVVVVV was in Level 5-1, the half- 
genie hero Shantae was in 5-3 and right in-between the two, in 5-2, was our boy 
Shovel Knight. As in Runbow before this, though, all the guest stars played in 
the exact same way as one another — they were merely cosmetic alterations to 
Max, using his same water blaster and jetpack. No Mudds vs. Shovel Blade! 


FINALLY, A DECENT МРС TO WORK WITH! 
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YOOKA-LAYLEE 


BREAKING FREE FROM the constraints of 2D for only the second time ever, 
Shovel Knight stepped into the third dimension for his cameo appearance in 
Yooka-Laylee! This time, though, the transition into such a bulky, volumetric 
state of being left him a bit unable to adjust and continue with his own adven- 
turous wandering, so he had to call upon the assistance of this game’s titular 
chameleon and bat duo to help him out. 

Yes, this time around Shovel Knight was an unplayable NPC. Another first for 
him! Non-controllable and also non-fightable, he simply asked Yooka and Laylee 
to climb up to the top of a nearby mountain and retrieve a giant gem for him. 
When they succeeded, he rewarded them with the collectable they most crave: 
a golden Pagie! 

This cameo first happened when Yooka-Laylee first launched in April 2017, 
mere weeks after the debut of the Nintendo Switch. But the Switch version of 
the game didn’t come along until December of that year! 


AZURE STRIKER 
GUNVOLT 2 


AFTER THREE TURNS as a guest-starring alternative playable character, the 
next prominent cameo appearance by our hero with the horned helmet flipped 
the script — it cast him as a villain instead. 

Well, maybe not a villain, but certainly an opponent to be overcome. Yacht 
Club Games had spun their success with Shovel Knight into a publishing gig to 
help other studios get their games to market by this point in 2016, so they had 
a vested interest in seeing one of the first of those projects, Azure Striker 
Gunvolt 2, succeed. They lent Shovel Knight himself once again, but this time he 
appeared as a bonus boss battle, kicking off a rivalry with the Azure Striker. 
(Azure Striker vs. Blue Burrower! Get it!) 

Even niftier, the secret Shovel Knight boss battle could only be accessed if 
you scanned the Shovel Knight amiibo figure! It was a rare sight to see indeed. 


NEW SWITCH OWNERS who were perhaps waiting for the arrival of Yooka- 
Laylee later in 2017 at least got a different Shovel Knight cameo to tide them 
over in the meanwhile: the Blue Burrower dug down into the caverns of Blaster 
Master Zero! 

This Inti Creates-developed reimagining of the 1988 NES hit Blaster Master 
was one of the first games available in the Switch eShop, landing there on Day 1 
of the system’s life cycle: March 3, 2017. It was in rare company there on launch 
day, and one of the only other digital download options that day was — you 
guessed it — Shovel Knight! So it’s only right that the two joined forces. 

Though that didn’t happen until a few months later. The Shovel Knight 
cameo was added as DLC in August 2017, and it let players swap out the default 
hero, Jason, for the tool-wielding wonder. The Shovel Blade made him a more 
melee-focused character than the other choices, which included Shantae, Ekoro 
from Gal*Gun and Gunvolt. His old rival! 
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RUNNER3 


GUNVOLT AND SHANTAE had been in Runbow as well, so by this point they 
had shared the spotlight with Shovel Knight on three different occasions! Not 
wanting to get left behind, CommanderVideo invited our hero to join him for a 
brisk run in Runner3, bringing him up to three appearances alongside S.K. as 
well. (He'd also been in Mutant Mudds Super Challenge too, hidden in Level 3-3. 
This is all starting to get tangled and confusing, huh?) 

Woah Dave also scored more Shovel Knight-adjacent screen time as a result, 
and the Blue Burrower appeared in the company of Eddie Riggs from Brütal 
Legend for the first time, as well as rubbing elbows with Charles Martinet! Yes, 
the actual Charles Martinet — the famous voice actor who has performed as 
Mario, Wario, Luigi and Waluigi for years! They made him an actual in-game 
character in this one. Crazy, | know! 

As you could easily surmise, Shovel Knight's role in this game was to run, run 
and run. (Probably a little tough when weighed down by his armor, huh?) 


BLADE STRANGERS 


NEXT UP, A much more traditional fighting game! And one we've seen in the 
pages of NF very recently: Jonathan just brought us a review of Blade Strangers 
in our last issue! 

|| refer you back to that NF edition for his full assessment of the successes 
and failures of this game design, but it certainly caught my attention thanks to 
its inclusion of Shovel Knight (naturally), but also the cast of other characters 
surrounding him, which included indie icons he'd never "met" before in other 
games, like Isaac from The Binding of Isaac and Quote from Cave Story. The two 
of them were the kings of the indie scene before Shovel Knight showed up and 
(in my opinion, at least) stole that crown. 

Even better, though? That rascally old Azure Striker, Gunvolt, appeared as a 
Blade Stranger as well, letting players continue the Battle of the Blues that had 
begun almost exactly two years prior to this. Is there a greater rivalry in indie 
gaming than this one? I submit to you that there is not. 
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AND NOW, DEAR friends, we enter into a rapid-fire string of appearances in 
which Shovel Knight's role is basically the same every time: fight. Fight in 
fighting games. The fighting games are varied, at least, and I'll tell you how in 
each case, but in each and every one of these you're going to find our boy in 
blue bashing and slashing with his Shovel Blade, as the Code of Shovelry 
demands. 

I'm including Indie Pogo here, though its Nintendo-related fate isn't yet 
known. (Shovel Knight's had many more cameos than just the 12 highlights I 
chose for this feature, as | wanted to focus on games available on Nintendo 
hardware.) Hopefully this one makes it to the Switch soon, as it's an interesting 
take on the Smash Bros. formula: A whole bunch of crossover mascots are 
fighting, as in Smash, but in Indie Pogo every character constantly jumps. It's 
like the floor in every arena is a trampoline. Constant bouncing. Constant 
movement. Perfect for Shovel Knight and his Shovel Drops, then! 


RIVALS OF AETHER 


SHOVEL KNIGHT WAS confirmed to be appearing as an Assist Trophy in 
Super Smash Bros. Ultimate on August 8, 2018, which was simultaneously a 
cause for celebration and despair for his most diehard fans. On the one hand, 
what an absolutely massive honor for him to be recognized in that way! But on 
the other, everyone wanted him to be playable! 

Well, the Smash-likes of the indie scene stepped up — almost immediately! 
Only a few weeks after that announcement, the very Smash-esque Rivals of 
Aether added our hero to its playable roster. He's one of only two indie guest 
stars in this one, with the other being Ori from the PC- and Xbox-exclusive Ori 
and the Blind Forest. It's fun when he cameos alongside lots of other indies, but 
in a case like this it seems like more of a honor — he's not just one among a 
grab bag of a dozen or more, but specifically selected. And given his own 
unique moveset! Shovel Knight plays more like himself here than in any other 
appearance outside his own game! Dan Fornace really knows his stuff. 


BRAWLHALLA 


RIVALS OF AETHER, like Indie Pogo, is a Smash-like that's supposed to be 
heading for the Nintendo Switch soon — it just doesn't have a pinned-down date 
quite yet. If you're impatient and you absolutely must take control of Shovel 
Knight in a Smash-similar game design as soon as humanly possible, consider 
Brawlhalla. 

First launched in October 2017 for PC, Mac and PlayStation 4, Brawlhalla is 
unique in that it's a free-to-play game — you simply download it and play as 
much as you like without spending a dime, but then the game of course tries to 
get you to put down some cash for optional extras. Beginning in October 2018, 
one of those optional extras became Shovel Knight! And lots of other characters 
from his game as well: Plague Knight, King Knight and more. 

unfortunately . . . they're all just skins. Cosmetic costumes placed over the 
existing playable characters in the game. It's on Switch as of November 6, 2018, 
though, if you still want to give it a go! 


SUPER SMASH BROS. 
ULTIMATE 


FINALLY, THE PEAK. The mountaintop. The absolute summit of achievement 
for any video game character: an appearance in the Super Smash Bros. series! 

Following feverish fan support that saw him get thousands upon thousands 
of votes in favor of his addition to the cast during Nintendo's official Smash 
Bros. Fighter Ballot in 2015, the Big N actually listened to the fans, reached out 
to Yacht Club Games and worked with them to get Shovel Knight into the game. 
What a phone call that must have been! 

As an Assist Trophy, Shovel Knight is perfectly adapted from his game: He 
digs into the ground to unearth goodies like health-restoring food items, he 
attacks with his famous Shovel Drop and even just straight-out slashes the foes 
of the fighter who summons him as an assistant. He can even be K.O.'ed 
himself, if you can bring yourself to attack him! Watch out, S.K.! 
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Tako Hero 


SAVE ME, MR. TAKO! definitely 
does its job as a callback to the 
Game Boy era of handheld platform- 
ers in its aesthetics, from the four- 
color limitation of its graphics to the 
quite lovely 8-bit tunes it plays. It's a 
presentation that's right up there 
with Shovel Knight in regards to how 
it makes you feel nostalgic for that 
time in gaming when you burned 
through four AA batteries in the span 
of eight hours trying to squint at a 
screen that wasn't backlit. Actually 
playing Mr. Tako's game, however, is 
a different story. What starts out as a 
breezy platformer quickly descends 
into a difficult trek requiring enemy 
placement memorization and lots 
and LOTS of patience. 

As we begin, Mr. Tako and his 
brother Bako are embroiled in a war 
of the octopus race against the 
human race. Mr. Tako then shock- 
ingly saves a human princess from 


NICALIS 
CHRISTOPHE 
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drowning апа vows to find а мау to 
end the war. What follows is a sur- 
prisingly heavy story about the 
destruction of war and the toll it can 
take on the people involved. | cer- 
tainly wasn't expecting this kind of 
story featuring anthropomorphized 
talking octopi, but there are some 
good messages to be found here. 

Mr. Tako himself is armed solely 
with ink that can be used to stun his 
enemies in place and use them as 
platforms. They can then be used to 
reach out-of-the-way goodies, and 
later captured townspeople. He's 
also quite a good jumper — both in 
the water and out — and has an 
inborn edge-grab ability that will 
help you latch onto slightly out-of- 
reach platforms once you learn how 
to properly use it. 

Throughout his adventures he can 
find and equip 50 different hats, 
each of which serves a specific 
purpose — from providing him with a 
Sword or arrows to acting as a 
damage buffer capable of taking a 


: ГЕ 
It i= him, my Queen: 
the octopus everyone 
has been speaking of. 
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second hit. This leads me to the 
single biggest issue | have with this 
game: unchapeaued, Mr. Tako dies 
after taking one hit. Considering the 
tricky enemy placement and the 
ever-present "Gotcha!" surprises, 
having to start at the beginning of 
the stage each time you perish gets 
frustrating very quickly. Couple that 
with somewhat iffy hit detection, and 
Mr. Tako goes from being fun to 
being a chore to experience. There 
are respawn points within some of 
the longer stages where you can also 
reclaim a hat, but you need to be 
careful when cycling through your 
hat options because enemies are 
often close by and the action doesn’t 
pause while you’re making your pick. 
As the story progresses you'll 
encounter stages where you play as 
a human instead of your eight- 
tentacled friend. This experience is a 
mixed bag, as some of these stages 
must be completed with you com- 
pletely unarmed, and none of them 
allow you to use any of 
Mr. Tako’s hats. 


Luckily the respawn points work, so 
that’s a bit of a saving grace. 

| really wanted to like Save Me, 
Mr. Tako!, and for the most part | do, 
but the difficulty spike and the lack 
of a heart meter really makes it hard 
to become fully invested in this. If 
you enjoy stressful games like this, 
then Mr. Tako may just be your next 
best friend. — THOR 
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Flying Power Discs! 


NEOGEO GAMES ARE prolific in 

the Switch eShop, but most are pure emulations — few get as much special 
treatment as DotEmu has given this re-release of 1994's Windjammers. They 
took a fantastically '905 concept and then brought it into the modern era with 
online matches! The problem is, despite trying to connect at several times 
throughout the day, I’ve never found an opponent online — which is a problem 
when the main selling point of the game and the reason for its higher price tag 
is the added online experience. 

The main game consists of an air hockey-esque flying disc tournament 
between six characters with varying strengths and weaknesses. The controls 
are simple, so it's easy to pick up against a couched opponent — but after 
playing for a while you'll yearn for some more depth. The game has more to do 
with timing catches and throws than it does aim and skill, as attempting to 
place the frisbee where you really want to seems luck-based. Geometry can 
help you, as using the sides and bouncing the disc is key to tricking your rivals. 

The points system takes some getting used to as well, as there are several 
ways to score. Each of the six arenas has zones worth three points or five 
points, and if the disc hits the ground your opponent earns two. First to 12 
takes it, and the victor of a best-of-three set of matches moves on. An infinite 
mode tests to see how long you can go, but quickly grows vapid. 

The challenge is definitely there when the harder modes are picked, and 
strategy plays a nice hand in the later levels, but it still feels like you're given 
too few options against the pinpoint accuracy of computer players. You'll 
mainly be using the throw over the lob. I never could find a decent use for the 
lob, and in most cases it just set up my opponent for a super move. Each char- 
acter has a super, but after my third tourney playthrough I wasn't surprised by 
them anymore. You can, with good enough timing, return another player's 
super move right back at them — which sometimes hits them so hard they end 
up going into the net with the disc! That's always immensely satisfying. 

There are also two minigames that you'll likely unlock after your first 
tourney playthrough: Dog Distance and Bowling. Dog Distance has you first 
throw a frisbee down the beach and then shifts control to a dog, who you must 
guide over people, pits and other obstacles to retrieve the disc with a spectacu- 
lar catch. Fun for a few turns, | suppose. Bowling is tougher, as there's a time 
limit. | had a hard time even filling the 10 frames in the allotted time, but your 
throwing seems to get faster as you go. Strikes toward the end become easy, 
but are pretty hard to score when you set out. | spent more time with this one, 
but ultimately lost interest. 

The price is a little steep for the value | got. Had the online 
worked for me | would consider a recommendation for a 
quick, fun and silly experience, but it appears that not 
many others have bitten the bait to have a community 
of online players ready to jam against you. — BRETT 
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Moments in Memory 


THE GARDENS BETWEEN is an immensely charming game that is absolutely 
beautiful to behold — for about two hours. Then, you're done. 

The story is cute, you visit interesting locations and solve puzzles that are 
just on the edge of challenging, and then it's over with very little else to do. You 
can speedrun the levels, but that's only so satisfying once you've already com- 
pleted the puzzles once. 

A 20-spot is asking a lot for what I described above, but I did really enjoy the 
game. The story opens with two friends in a treehouse during a rainstorm. They 
appear melancholy, but it all changes when lightning sets off a chain reaction 
that sends them both into a dream state that recounts their lives up to that 
point. You visit lands constructed from memories. The treehouse acts as a 
vessel, transporting the team to each portion of a memory, and once you've 
completed the islands — or "gardens" — then a constellation is created and you 
can see the memory completed, with all of the elements playing a part. All of 
the memories are relatable and fun, like a trip to a museum or a hike on a 
stormy night. A day inside playing video games translates to puzzles involving 
connecting consoles to an old TV and extracting things from the games to 
progress. 

The thing that was the most difficult to understand is you don't really 
control the characters — rather, you control time, forward and backward. Each 
character can interact with certain elements of the playfield. The girl has a 
lantern that opens pathways and can be left with sentient blocks, and the boy 
can touch and activate lamps and switches. The lantern is eventually placed on 
a pedestal at the end of each level, but is must first be lit to do so. Cloud plat- 
forms will disperse with a lit lantern, and other items will take the light away. 
The boy simply touches chimes or switches that change something in the 
garden that you have to figure out. It isn't always obvious. 

The entire game relies on getting the right sequence of events to progress in 
the appropriate way, but there were only a few times that | was actually 
stumped long enough to scratch my head. AII of the puzzles are clever and 
creative, but none should have you so stuck as to require a trip to the Internet 
to seek the solution. The overall story is intriguing and satisfying and it's fun to 
realize you care about these characters, even though so little information is 
given. I credit the amazing animation that allows for the feelings of the game to 
pass to the player, along with stunning visuals and a casual feel. 

A single playthrough for me was about an hour and a half, which felt like too 
small an amount of content for the price. I'll definitely be watching the very 
talented Voxel Agents team for new projects though, as | was 
impressed with the concept. | just craved more of it and 
was left with a melancholy feeling myself once the 
memories ceased. — BRETT 
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Into the Depths Below 


IF YOU'RE LIKE me (and I think you are) then you love 
a good Metroidvania-styled game. Enter Chasm from 
Bit Kid, the latest in an ever-burgeoning line of Metroid- 
vania games being released on the Switch, and a rather 
good one at that! For the most part. 

Chasm's story is a simple one: You're a freshly minted knight 
of the Guildean Kingdom awaiting your first mission. As the game begins, you 
finally get your wish and are assigned the task of investigating why the towns- 
people of the mining town of Karthas have disappeared. And so you go down — 
deeper and deeper down, delving into the mine underneath the town, discover- 
ing carefully hidden secrets and ever-increasing amounts of monsters in your 
quest to save all 11 townsfolk. Chasm takes the tried-and-true formula of the 
Metroidvania genre (action/adventure/exploration combined with gaining new 
abilities to reach new areas) and adds exciting new potential to it in the form of 
procedural generation of the map. This basically means that you can play a dif- 
ferent game every time you start a new save file! Each map is assigned a 
number and you can share these numbers with other Chasm players so that 
you can play their maps too. 

I was rather surprised at how expansive the maps are, with plenty of areas 
to explore and lots of hidden rooms (and whole map sections!) to discover. 
Even though there are shortcuts and teleportation doors found within, be 
prepared to backtrack, as there's a metric ton of things to do — especially if 
you're aiming to complete the subquests that the rescued villagers offer. (I 
would highly recommend completing the subquests by the way, because many 
different weapon, spell and armor options are unlocked this way — not to 
mention the ability to purchase HP- and MP-refilling consumables). 

The game itself is quite nicely rendered in sprites with some very nice atten- 
tion to detail placed on the enemies and their animations. There's a large and 
varied selection of bad guys here, most of which have a rare drop or two. Some 
of the best weapons and armor are found as rare drops, so | would definitely 
recommend spending some time grinding. Free tip: The boomerang-throwing 
skeletons drop the VERY handy Bone Whip (weird, I know, considering their 
weapon is a boomerang). The puzzles here can be head-scratchers though, 
with few clues to be found on how to solve some of them. The solution to the 
trap door combination in the Catacombs had me going to Google! 

One thing good Metroidvanias do is teach you how to use new abilities as 
you gain them by immediately putting them to use after they're obtained. Since 
these are procedurally generated maps, though, these handy mini-tutorials 
don't seem to appear when they'd be most useful, so you're left to your own 
devices to find where and how your new toys would be most helpful. Luckily 
this is one of only a few negatives I found with Chasm, and it doesn't stop it 
from being a very enjoyable game! - THOR 
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Knuckle Sandwiches 


THE BEAT-'EM-UP GENRE is one of instant gratification: the simplicity of its 
goals and control scheme, the sheer sense of power in taking out waves of 
thugs and the over-the-top action and lunacy. Sadly, between the dwindling 
popularity of arcades and the focus on larger-scale console games, the genre 
has all but disappeared in the past two decades. Thankfully, the Capcom Beat 
"Ет Up Bundle is here to take us on a butt-kicking nostalgia trip across seven 
classic arcade brawlers! Here's a quick rundown of each offering on display. 
The classic Final Fight boasts a decent amount of variety and some surpris- 
ingly good visuals for its time with its giant sprites. It feels a bit too arcade- 
hard when you get surrounded, but like all other beat-'em-ups in this bundle, 
playing with a friend makes for good fun. The ending is notable for being equal 
parts heartwarming and hilarious. 

The King of Dragons feels considerably different as the bundle's second title; 
its combat almost plays out more like a straight action game, due to the single 
attack each character has — but the variety and bosses are solid. 

One of only two four-player games in the bundle, Captain Commando gets 
big points from me for having a humorous sense of weirdness about it, such as 
controlling a baby in a mech who can then jump into a bigger mech. The 
addition of dash attacks and a funky retro-futuristic style make it one of the 
most endearing selections of the set. 

Moving onward, Knights of the Round is a more technically proficient game 
than its pseudo-predecessor King of Dragons, but a bit on the forgettable side 
since it lacks the sorcery and fantasy of that game. 

Warriors of Fate failed to leave much of an impression on me overall due to 
a lack of memorable sequences, but its bonus stages were good for a laugh. 

The final two games had actually never seen a home release prior to this 
compilation, and they're arguably the best of the bunch! Armored Warriors lets 
you control 50-foot mechs in over-the-top clashes of metal. You can harvest 
your main weapon from fallen enemies, Kirby-style, for frenetic fun that 
doesn't wear out its welcome. As for Battle Circuit, not only is it continuously 
bizarre and funny (an underrated aspect of the genre), but the gameplay is 
really clever. You start off with few moves at your disposal but can continuously 
buy more as you progress, giving everything a nice learning curve. 

Rounding out the package are lovely art galleries, plenty of options and 
online play. While each title has its own appeal, brawlers are inherently repeti- 
tive by nature, so the focus on a single style of gameplay can be exhausting 
after a bit. | also feel that the unlimited continues make the set's challenge 
level essentially disappear — just whale on the controller and 
you'll eventually reach the end of each game, no problem. 

But this non-punishing approach does make the games 
perfect for casual couch multi, the best way to play a 
brawler! - MATTHEW T. 
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Hand-Painted Hero 


WITH ITS SECOND anniversary looming on the 

horizon, the Switch's ravenous acquisition of beloved 

games that have yet to appear in the Nintendo eco- 

system continues unabated. Latest on that list is Dust: 

An Elysian Tail, the blade-dancing, anthro-populated action 
RPG that first drew eyes on Xbox 360 more than six years ago. 

It's impossible to discuss Dust without first highlighting its gorgeous hand- 
drawn backgrounds and slick animations, all painstakingly crafted by lone 
developer Dean Dodrill over the course of three and a half years. Dodrill's 
original intention was to produce a film set in the fantasy land of Falana, yet 
the shift in format did nothing to hinder his goal of introducing this wild new 
world. In fact, | daresay the change was for the better — the game's few 
animated cutscenes aren't exactly reflective of its otherwise clean look. 

Each character is fully voiced thanks to a pool of talented actors who bring a 
Saturday morning cartoon flavor to their performance. Similar to ABC's Sonic 
the Hedgehog, the cast employs a variety of real-world regional dialects that 
humorously don't make sense in this decidedly not real-world environment. 
One minute you're confronting a man sporting a thick French accent, the next 
you're visiting an underground village whose denizens exude good ol' Southern 
warmth. Then there's your partner Fidget, the tutorial-delivering, fourth wall- 
breaking comic relief whose incessant harping unfortunately winds up being 
far more annoying than charming. 

Ostensibly billed as a Metroidvania, Dust shares more in common with — in 
my opinion — Koei Tecmo's Warriors series. Progression involves simply running 
from one end of a stage map to the other, so while you do eventually acquire 
new navigation abilities, you're never required to backtrack outside of hunting 
for stat-boosting equipment. Focus is instead placed squarely on combat, which 
is as flashy and awe-inspiring as it is simple — alternating between Y and X 
executes everything from rushing assaults to surface-to-air homing strikes. 
With a tap of A, Fidget can launch projectile magic, and following up with X 
triggers the Dust Storm, which enhances Fidget's magic by an order of magni- 
tude. This technique is key to chaining larger combo strings, thereby yielding 
greater experience point bonuses. 

With these talents at your command, most enemy encounters serve to 
empower players rather than challenge them. Yet therein lies the game's 
greatest shortcoming: The waves of blade fodder that charge toward you can 
be dispatched with little worry for your safety. Every so often, a new enemy 
type will be introduced to make you rethink your strategy, but they appear too 
infrequently to make much of an impact. Nonetheless, the sense of empower- 
ment, on top of the colorful cast and environments, is enough to inspire 
players to see the journey to its conclusion. You might even consider such a 
game to be therapeutic — again, much like the Warriors series! — TONY 
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Stylized Stealth Story 


HOW DO YOU follow up an intense, energetic sidescrolling action spectacle 
rendered entirely with gorgeously hand-drawn 2D art? If you're Dean Dodrill, 
you do the exact opposite of every single one of those things. 

Yes, Never Stop Sneakin’ is the work of the same creator who brought us 
Dust: An Elysian Tail, but you'd be forgiven for never guessing that at a glance 
— the two titles couldn't be any more different from one another. Where Dust 
was fast, NSS is slow and methodical. Where Dust had you leaping into combat 
as directly and frequently as possible, NSS values avoiding confrontations. And, 
most strikingly, where looking at Dust was like watching a painting in an art 
gallery spring to life, the visuals in NSS are chunky, blocky polygons stylized to 
resemble the earliest 3D home console video games of the '90s — this top- 
down view transports you right back to the days of the PS1. 

| have to imagine that Dean took on this style of game as a personal chal- 
lenge to do something entirely different and totally unexpected, especially 
since so many people assumed that he'd naturally leap straight into making 
Dust 2 to leapfrog off of the success of the first. And who knows? We may yet 
get to return to the land of Falana in the future — but for now, I love this 
sudden swerve back into the polygonal past. 

Never Stop Sneakin' is stealth action at its most pure and whimsical. Its 
gameplay is focused and extremely simple — your only input is the Control 
Stick, directing your sneaking secret agent's footsteps at a measured pace. If 
you creep up behind an enemy soldier, the hero immediately and automatically 
dispatches them in a single sword strike. No need to press another button to do 
it — you slash on the go, already making your way toward your next objective 
before that foe's body hits the floor. 

But while soldiers fall easily if you get the drop on them, the tables quickly 
turn if they catch you in their sights — their line of sight is indicated by a cone 
of light that projects forward from their eyes, and if you ever so much as graze 
that vision zone, you're tagged with a bullet and lose a point of health. It's easy 
to avoid their notice early on, but the difficulty naturally ramps up the further 
you get into the adventure, and later levels transform into a brilliantly tense 
dance between multiple overlapping soldiers' fields of view, sweeping sensors 
from ceiling-mounted surveillance cameras and targeting lasers attached to 
auto-rotating turrets. Sneak past them all! Never stop! 

The action is addictive, but the cherry on top of it all is a genuinely funny 
and polished presentation. The story is an absurd time-travel tale, the villains 
are the likes of a sentient helicopter (who also happens to be the Vice President 
of the United States) and the cheese is laid on triple-thick in 
every scene with dialogue. And there's a genuine, honest- 
to-goodness James Bond theme song on the title screen! 

Dean's sophomore project is nothing at all like its 
predecessor ... and | love that! — LUCAS 
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Surveillance and Survival 


SOMEBODY REMIND ME: What is 
the penalty for lying to Congress? 
Howard Lincoln might want to watch 
his back, because almost exactly 25 
years after he famously declared 
that "For the record, Night Trap will 
never appear on a Nintendo system." 
‚. well, it did. It took a quarter of a 
century to do it, but the infamously 
violent Night Trap is now available to 
Nintendo fans, via the Switch eShop. 

Of course, "infamously violent" is 
not really an accurate descriptor of 
he actual content of this game. It 
was blown waaaay out of proportion 
back in 1993, but it's so tame by 
oday's standards that it didn't even 
earn an M rating from the ESRB. It's 
a T. And maybe even just barely, at 
hat! The majority of the "violence" 
seen here is on the level of the traps 
that Kevin McCallister laid for the 
Wet Bandits in Home Alone. Goofy 
rap doors in the floor. Steps that 
suddenly transform into a slide, so 
people go skidding down them. A 
bed that bounces backward to toss 
anyone laying on it into a hole in the 
wall. 

The traps of Night Trap are yours 
to command, as in this game you're 
cast as an off-site surveillance tech- 
nician. You monitor the activity hap- 
pening in a lakeside vacation home 
while a group of teenage girls are 
there attempting to have a fun 
weekend getaway. The problem? This 
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particular vacation home just so 
happens to be overrun by dozens of 
odd, shambling monster men called 
Augers. You have to keep an eye on 
the girls and watch out for any 
Augers that threaten to get near 
them, then activate the traps in the 
right spots and with the right timing 
to capture the monsters and let the 
teens carry on with their revelry. 
The parents (and senators) of '93 
were aghast at all of this — but only 
because of the format of the game. 
In an era when most home video 
games were rendered with pixel art 
on 16-bit consoles, Night Trap used 
actual live-action footage. It was one 
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of the first "full-motion video" video 
games, and certainly has gone down 
as the most notable one. 

It was light-years ahead of its 
time! Even today, I'm amazed at the 
effort of planning and coordination 
that went into this: Eight different 
video feeds all run in perfect tandem 
with one another, and you can inter- 
rupt the footage of each one to trap 
Augers at appropriate moments — 
and it doesn't miss a beat. It's a full- 
on interactive movie. 

It's also been beautifully restored 
and upscaled in resolution from its 
decades-old source material — the 
original versions of Night Trap were 
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hamstrung by the technology of the 
early '90s. This version, though, is 
remastered brilliantly — and like a 
great Blu-ray re-release of a film you 
only ever saw on VHS before, it also 
has a ton of extra features, behind- 
the-scenes bonuses and more. 

Playing Night Trap is no picnic, 
though, as it can be tough to get the 
timing down and capture enough of 
the Augers to be able to "win." It 
may take you several tries, starting 
over from the beginning each time, 
to learn its rhythms and master it. 
But | wouldn't recommend it as a 
solo game today — rather, consider 
picking up Night Trap as a novelty for 
an afternoon or evening when you 
have friends over. You can laugh at 
its cheesiness together, and your 
pals can even help you keep an eye 
on all eight of the surveillance 
cameras! — LUCAS 
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WITH NO REGION-LOCKING on Switch, import lovers 

can easily enjoy Japan-exclusive delicacies. One such treat 

served up in the Land of the Rising Sun back in February 2018 was Gal Metal, a 
rhythm game about an all-girl heavy metal band that battles aliens through the 
power of rock. It wasn't long before XSEED Games caught wind of growing 
interest and announced a localization — though I would caution curious parties 
to keep expectations in major check. 

Gal Metal plants you in the shoes of high school "Metal Club" president 
Rinko Hoshino (or, more accurately, the nameless boy in possession of Rinko's 
body, because the game needed a narrative justification for how a drumming 
virtuoso could lose her mojo). Elected as Earth's champion by the very cepha- 
lopodic alien race seeking revenge for their own planet's destruction via — get 
this — rock music from the Voyager Golden Records, the fused duo must now 
jam their way to victory. 

The purposefully goofy premise further unfolds through manga panels and 
smartphone group chats. Between songs, you can engage in extracurriculars 
like part-time jobs to boost scoring parameters or hanging out with fellow club 
members to increase your friendship link. Unfortunately, you merely select 
these activities from a list, so the practice feels like busywork — especially con- 
sidering their impact on your musical performance is miniscule. 

Rather than follow scrolling nodes as in most music games, here you're 
allowed more freedom in your playing. Across the included 13 tracks — heavy 
metal renditions of famous classical compositions — you must improvise drum 
rhythm combinations to score enough points to advance to the next chapter. 
But while having full reign over your performance may appeal to actual musi- 
cians, lesser mortals such as yours truly are left gasping for air. The only sem- 
blance of musical instruction is a practice mode for memorizing the various 
rhythm patterns, albeit without any indication where those patterns are best 
inserted. Even the simple inclusion of sample performances from the develop- 
ment team would have offered more insight than the tools available! 

The primary control method consists of detached Joy-Con motions, though 
no matter how | adjusted the sensitivity, performance would constantly fluctu- 
ate between both extremes. You're better off using button or touch controls, 
which present you with a full drum kit, unlike the Joy-Cons' restricted set. 
Despite the vastly improved commands, there remain several instances — 
namely when trying to execute faster rhythm patterns — when hits may not 
register. In the end, novices will flail wildly, praying that the game will award 
pity points for passion. Even if you fashion yourself a skilled drummer, you 
can't prove your mastery to the world since video recording is disabled, and the 
title lacks multiplayer of any kind. 

One of the most esoteric games I’ve ever played, | can only recommend Gal 
Metal to the narrowest set of musically blessed Japanophiles around. - TONY 
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| ASK YOU, is there anything better than seeing an indie game that really 
deserves to succeed actually succeed? Like, really knock it out of the park, 
Sales-wise? Because that's what's happened with Blossom Tales: The Sleeping 
King, and it couldn't have happened to a nicer game from more genuine devs. 

I’ve been meaning to write an NF review for Blossom Tales for the better 
part of a year now, as I've had it downloaded on my Switch forever and have 
marveled over its brilliance for months. | held off on finishing the quest, though 
— maybe because I didn't want it to end? But now's the time, and I'm happy I 
put it off in one sense, because having waited this long | can report what the 
publishers at FDG themselves reported recently: Blossom Tales has sold over 
20 times as many copies on Switch as on Steam. That's major. That's huge. 

Why is it so great? Because Blossom Tales is, essentially, a modern take on 
The Legend of Zelda: A Link to the Past with a few great twists. A Link to the 
Past is one of the greatest games in its series even to this day, and building off 
of it as a foundation was a wise first step. As in that masterpiece, this game has 
you setting out on an adventure through a colorful, interconnected overworld 
accented by a handful of dungeons that each hold a critical magical item that 
you need to collect to save the kingdom. Or, rather, the king — the titular 
sleeping monarch who's been cursed to snooze eternally by his villainous 
wizard brother, Crocus. 

Every element that could be seen as having been drawn out of A Link to the 
Past, though, is amped up and enhanced here. The dungeons are much longer 
and more challenging than those Link tackled on SNES, and within them you'll 
frequently find yourself in massive rooms that are absolutely swarming with 
huge hordes of enemies. The old 16-bit Super could never have handled this 
volume of villains, and it's a blast to bob, weave, dance and dodge around them 
all while wielding a full arsenal of subweapons to defeat them one by one. The 
subweapons are, again, similar to Link's — bombs and arrows and boomerangs, 
you know ፦ but in a critical difference, no item's usage in Blossom Tales is tied 
down to limited quantities. There's no running out of arrows or bombs or magic 
power — all of them are instead tied to a single meter that depletes as they're 
used, but which also refills itself automatically as time passes. It's great! 

Even better? The narrative framing device, borrowed from a different mas- 
terpiece of the past: The Princess Bride. Just as that classic film was presented 
as a grandfather telling a story to his sick grandson, so too is Blossom Tales an 
actual yarn being spun by a grandpa for his grandkids, Chrys and Lily. And he 
makes Lily the hero! Just like any good grandpa would. It's heartwarming, but 
also practical, as when you come back to restart the game after 
taking time away from it, Grandpa will get you caught back 
up on where you left off in the story! Brilliant. 

Blossom Tales has enjoyed a lot of success on Switch, 
and it deserves it all. Give it one more sale! — LUCAS 
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The Bardic Adventure 


FANS OF PAPER MARIO, 

The Wind Waker and Mother 3 take note: Wandersong is right up your alley. It 
shares the cut-out aesthetic of the first, the music-infused play of the second 
and many of the themes of the third. That's not to say it's unoriginal — it sings 
with its own unique voice from the first beat forward. It's just clear that its 
creators love Nintendo's stranger, more sentimental side, and like a warm 
sweater knitted by Mom, that love is threaded directly into their work. 

Right off the bat, Wandersong lets you know that the action here will be 
more emotional than physical. The Bard, our hero, does his best to pick up a 
sword, but he's just not built for that kind of brutality. Instead, he sings, using 
music to power through any obstacle. With just his voice he can tame ghosts, 
direct the growth of giant plants or even commune with the divine, and that's 
allin just the first 30 minutes. If that's not jovial enough for you, the game is 
also loaded with optional dancing! In fact, you can jump, sing and dance pretty 
much any time you want. Have to backtrack to a village and want to spice 
things up on the way? Why not write a new tune to yourself as jump your way 
over, then do a little victory jig when you land in town? In this game, there's no 
one to stop you. In fact, chances are the locals will really appreciate it! If you 
choose to belt one out, it's not uncommon for people, birds and even squirrels 
to come and sing along. 

Your dance moves are toggled on and off with a simple flick of the shoulder 
buttons, but the singing mechanics are a lot more involved. Moving the right 
analog stick brings up a color wheel that's broken into eight segments. Each 
hue represents a different tone, and it's not always 10096 easy to hit the note 
you're aiming for. Unlike the GameCube controllers' notched analog sticks of 
old, the Switch Joy-Cons' sticks are totally loose, so it may take some practice 
and coordination before you can consistently find your voice. 

That struggle fits with the game's premise — it's pretty bleak, testing the 
Bard's unflappable spirit at every turn. He discovers early on that the world is 
about to end, and the only way to save everyone is by convincing them to care. 
Apathy is his only real enemy, and it's always nearby. Take Miriam, the Bard's 
close companion, for example. She is cynical and pessimistic to a fault, 
standing in stark contrast to the Bard's earnest sincerity. Eventually, he shows 
her that hope and empathy are strengths worth flaunting, but it doesn't 
happen overnight. 

You may also take a little convincing when it comes to the game's just-OK 
platforming, and the art direction also falls flat here and there, with bold color 
combinations competing against repetitive textures for dominance. But 
Wandersong's fantastic writing, music and puzzles more than 
make up for those occasional missteps. It's a delight of sight 
and sound, and more than anything, I hope this isn't the 
last we'll see of the Bard's endearing brand of heart- 
warming positivity. — JONATHAN 
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Packed with Calories 


PVE BEEN TOLD that North Americans have a reputation for loving nothing 
more than NFL football, shooting guns and eating hamburgers. If that’s true, 
then Heavy Burger is sure to be a hit here in the good old U.S. of A., since it 
combines all three of those pastimes into one bizarre blast of junk food fun. 

Like in football, the goal here is to run the "ball" into the opponents’ "end 
zone," except this ball is a bag of cash and the end zone is... a bank? Stranger 
still, you play the game as one of four gun-toting clones of Peter Pepper — the 
chef from BurgerTime — as he dodges bullets and death traps while charging 
through a series of other Data East arcade classics. That’s right, Johnny Turbo, 
the spokesman for the ill-fated TurboGrafx-16 video game console, is also 
responsible for this giant crossover from an entirely different defunct game it 
publisher from the '90s. It doesn't make any sense, yet it feels so right. 

Nearly all the graphics in Heavy Burger are recycled from these decades-old 
arcade titles, with Peter's new moves being the major exception: Now he can 
run, dodge and shoot in any direction. The simple controls allow you to jump 
right into learning to work in teams, seeing what the different guns do and 
using the environment to your advantage. For instance, in the Lock 'N Chase 
stage, you can plan to trap the opposing team next to nests of respawning 
enemies, while in the Side Pocket level you can launch exploding pool balls at 
your foes during your mad dash to the exit. 

There are also stages based on Karate Champ, Heavy Barrel and (of course) 
BurgerTime, which all come before the final showdown with Karnov and the 
gang back in Bad Dudes city. If you manage to make it all the way to the end, 
then it's time to drop off your money with the Reagan-esque President, who 
promptly asks you to grab a victory burger with him. 

Sadly, that's about it for the game. There's not much in the way of unlock- 
ables or boss battles. The short single-player campaign offers a little new 
content, but it's not always worth digging for it. It gets nail-bitingly difficult 
about halfway through, with rounds where it's just you against teams of two or 
three A.I. players. unless you're playing with friends, it can get pretty tiresome. 

That's also true of the premise. Between Smash Bros., Wreck-It Ralph, 
9-volt's stages in WarioWare and Travis Strikes Again, the whole "jumping from 
one game to the next" concept has pretty much been beaten into the ground at 
this point. The one thing that's different with Heavy Burger is the Data East 
arcade library, which is a real crowd-pleaser for some. As for me, | was 
charmed by the game from the get-go, but after an hour or so, | was a little 
worn out. With more playable characters and stages, maybe from the likes of 
Trio the Punch and Night Slashers, this could have been a cheesy 
new American classic. As it stands, it's an interesting take on 
competitive 2D sports-shooters and a must-have for Data 
East diehards. Most others will be left asking, "Where's 
the beef?" - JONATHAN 
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A Row with Arrows 


BACK IN NF #4, | talked about my 

dream team-up between Nintendo and the 

producers of the Ouya, a $99 console that was created for and by indie devel- 
opers as a low-cost alternative to AAA systems. While that team-up never 
happened, it's still been a treat to see Matt Thorson, a former champion for the 
Ouya, find huge success on the Switch in the past year. 

Today Matt is most well known for creating Celeste (which we gave a 9.0 in 
NF #33), but for a while, he was famous in indie circles for making TowerFall, a 
former Ouya exclusive. It makes sense that they're both so beloved, as the two 
share nearly identical physics and game feel. In this enhanced Switch port, 
TowerFall even features Celeste's Madeline and Badeline as playable charac- 
ters! The main difference between them comes down to genre: Celeste is a 
single-player platformer, while TowerFall is a competitive multiplayer action 
game. If Celeste is Matt Thorson's Kirby, then TowerFall is his Smash Bros. 

In TowerFall, every character is an archer who starts their battles with just 
three arrows. The controls are simple; you can run, jump, cling to walls, fire 
arrows and dash. It's the dash mechanic that holds the key to unlocking the 
game's immense levels of depth — it gives you tons of mobility options, but 
more importantly, it can also be used to catch arrows in mid-flight. This allows 
any player to potentially turn the tables on any opponent at any time. Anyone 
brave enough to get a full house together for TowerFall's new six-player versus 
mode should get ready for a full day of drama! 

The game's single-player and co-op content is equally extensive. It comes in 
three styles: a "Break the Targets"-inspired scarecrow-busting mode, a set of 
tense horde mode trials and a story mode complete with end-stage bosses. 
There are loads of different basic enemies to contend with, all themed around 
a Gothic fantasy feel that's reminiscent of classic Castlevania. Progressing in 
one mode can unlock things in others, like additional characters and levels. If 
you miss playing Smash's Subspace Emissary mode with a friend and are sad 
that World of Light in Ultimate is entirely a solo affair, then TowerFall may be 
what you need to scratch that old "controlled chaos" co-op itch. 

To further spice things up, there are tons of different environmental 
hazards, like collapsing floors and rotating platforms, as well as different kinds 
of arrows, like explosive, laser and heat-seeking; each with their own pros and 
cons. The whole game is extremely well balanced, allowing beginners to always 
feel like they have a chance, while never depriving experts of the opportunity 
to further grow their skills. 

Celeste was a masterpiece, truly, but TowerFall is endlessly replayable, while 
Celeste definitely put a cap on how often 1 may want to re-subject myself to 
some of its grueling challenges. But regardless of compari- 
sons, TowerFall is not to be overlooked. It offers up some 
of the best competitive and co-op action the Switch has 
ever seen, even next to Smash! - JONATHAN 


MATT MAKES GAMES 
Е10+ 


LIFE ፳፳፳፳፳ 
BOME ; 


SCORE 000016040 


Bird of Paradise Lost 


YOSHIRO KIMURA IS one of gaming’s 

veteran absurdist storytellers. His career 

began way back in the '90s with the Romancing SaGa series on the SNES. Then 
he moved on to cult classics like Rule of Rose, Chulip, No More Heroes and 
Little King’s Story, all before going indie with Onion Games. Now he’s back to 
where he started — on a Nintendo console — with a game about a Black Bird 
that takes its broken wings and learns to destroy the world. 

This is the story of the Hapless Girl, a street urchin who dies in the first five 
seconds of the opening cutscene. Then she transforms into a ghostly, pulsating 
raven’s head that lays waste to everything it sees! That may sound pretty 
creepy, but the game’s cute graphics and amazing "Muppets sing an opera of 
nonsense words" soundtrack help to keep things light. There is plenty of sym- 
bolism under the surface to dig into if you're interested (the fact that most of 
the game's enemies look just like Mario must mean something, right?) but if 
you want to play this one like a straightforward shmup instead of a poetic 
metaphor about socioeconomic class struggles, then Kimura has you covered. 

The action plays like a cross between Fantasy Zone and Metal Slug. You can 
move in any direction, scrolling the screen left or right through each environ- 
ment at your own pace, destroying bases until you trigger a boss attack. These 
bases are planted in well-populated villages, filled with townsfolk who live and 
fight with loads of personality. As you advance, each stage becomes more and 
more technologically advanced. The opening act is a battle in the golden age of 
ballooning, the second features complex machines like robot chickens, the 
third hosts a noisy neon wonderland and the final chapter takes things to a 
techno-organic conclusion, going well beyond the realms of Earthly science. 
With just four levels, the game is pretty short, but after you've finished the 
basics for the first time, there's a New Game Plus mode that adds new 
cutscenes, new unlockable NPCs, new enemies and an additional form for the 
last boss. It's also a lot tougher the second time around, and with no continues, 
it will take most folks a while before they see it all. 

That's in part because of the risk/reward dynamic that burns beneath the 
game's seemingly simple power-up system. Every time you kill an enemy, it 
drops a gem, with tougher enemies dropping bigger, more valuable stones. The 
more shiny rocks you collect, the bigger and badder your bullets and bombs 
become. The catch is, gems starts to shrink once they touch the ground, so 
you'll want to grab them all as fast as you can. You also get better payoffs for 
pulling off combos, further encouraging you to dash into danger. It can be 
tempting to stay in levels for a long time to farm for power and points, though 
that also gives the opposing army extra opportunities to take you out. 

Black Bird is small, but if the worst thing you can say about 
a game is that you want more of it, then that's quite the 
compliment. Hungry for a new high score-hunting 
shmup? Your moment has arrived. — JONATHAN 
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Where lt All Started 
ARCADE ARCHIVES: DONKEY KONG 


THERE’S AN ORIGINAL Donkey Kong arcade cabinet in my office. It’s 
right over there, a few feet away from me right now. | bought it from a 
pizza place nearly 13 years ago and it's traveled with me from place to 
place as I've moved, then sat dormant. I haven't plugged it in to play it for 
years, sadly, but I've always been comforted in the knowledge that | could 
— that it's there for me, ready and waiting, should | ever want to play the 
old-school, original, unmodified Donkey Kong in its first form. 

I enjoyed knowing that, because the original arcade version of Donkey 
Kong had never been re-released on any home console. Plenty of ports, 
sure, but legal troubles plagued Nintendo for decades when it came to the 
actual arcade edition's code — they could make derivative works all they 
wanted, but they were never allowed to touch the 1s and Os inside those 
classic blue cabinets. Playing on one of the original stand-up coin-op 
machines was the only way to get the genuine D.K. experience! 

... Until a few months ago. Somehow, someway, after 37 years of not 
being allowed to do so, Nintendo finally released an emulated version of 
arcade Donkey Kong! Or, rather, Hamster Corporation did, making it a new 
flagship piece of their Arcade Archives line in the Switch eShop. Bad news 
for me: My D.K. machine ownership isn't quite so special any more. But 
good news for you: You can now play Mario and Donkey Kong's first game, 
the way it was always meant to be played! 

And you should, because even all these years later, this is a true arcade 
masterpiece that absolutely holds up. Taking command of Mario (still 
known as Jumpman at this point), you must leap over rolling barrels, 
climb ladders and bash blazing fireballs into non-existence with swings of 
a mighty hammer, all to rescue the kidnapped Pauline. The action plays 
out over four different levels — yes, four, because the infamous "Pie 
Factory" is here, which might shock anyone who's only ever played the 
ports that cut that stage out of the rotation. Clear the final level and you 
save the day, thwarting Donkey Kong's villainous scheme . . . and then it 
all starts over again, so you can save Pauline again, and then keep going 
for as long as you can survive or until you run out of patience at the repe- 
tition. The greatest players can keep playing for hours and end up scoring 
over 1,000,000 points, don't you know! (That may take 
quite a bit of practice, so good luck if you attempt it.) 

This port is so nice that I'm even less motivated 
to plug in and play my actual machine! Someday, 
friend. I'll find the time someday. — LUCAS 
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From the Actual Archives 
ARCADE ARCHIVES: SKY SKIPPER 


I NEVER THOUGHT I'd see the day! 

Sky Skipper is a Nintendo arcade title that had been lost to the ages. It 
would have been manufactured and shipped back in 1981 the same way Donkey 
Kong was, but in early testing of the game, NOA's employees of that era deter- 
mined that it wasn't fun enough to invest in — so its release was scrapped, and 
nearly all of its cabinets were converted to house a game with more profit 
potential: Popeye. 

That was the end of the short story of Sky Skipper until a couple of years 
ago, when a small group of arcade enthusiasts sought to bring the game back 
out of the shadows and re-create what a true Sky Skipper coin-op machine 
would have looked like, had its release actually moved forward. 1 wrote about 
their progress toward that goal in a small piece exactly two years ago in NF #25 
— at that time, their goal looked like it would become a reality thanks to an 
incredibly fortuitous turn of events: The team learned that exactly one Sky 
Skipper cabinet still exists, unmodified, sitting in a storage room at Nintendo of 
America, and they were welcomed to come and see it in person. With that visit 
providing all the reference material they needed through four hours of meticu- 
lous scanning, photography and note-taking, they moved forward and did 
indeed finish work on their own Sky Skipper cabinet later in 2017. 

A happy ending! . . . But the tale wasn't quite done yet, it seems. The work of 
The Sky Skipper Project team caught the attention of somebody higher up at 
Nintendo, they remembered that the game existed and they copied the ROM 
image from that one, single remaining Sky Skipper sitting in the archives and 
have now, together with Hamster Corporation, released Sky Skipper to the 
world by way of the Nintendo Switch! 

| seriously never thought | would see the day. It wasn't even something I 
thought to even be dreaming of! This game has been such a curious piece of 
Nintendo's past to me for years, and now here | am, playing it legally and legiti- 
mately in my living room. The whole Arcade Archives line was worth it for this. 

Now, admittedly, the NOA employees of 1981 were not wrong: Actually 


playing Sky Skipper is not a lot of fun. I 
visually and with its use of a curse word 
as "Mr. You," a biplane pilot who soars t 
ulated by playing card-themed animals 
mouthed gorillas are there, and they've 
"confusing thematic mess" Howard Phil 
But we've seen games a whole lot weird 
Skipper was scrapped, so it's not so sho 


’s bland, repetitive and crude (both 

, if you believe it). The game casts you 
he skies over a medieval kingdom pop- 
and people. Oh, and a bunch of foul- 
imprisoned the royal family. It's odd. A 
ips was once quoted to say, and | agree. 
er than this in the 37 years since Sky 
cking now. 


You direct Mr. You to fly his plane and drop bombs on the heads of the apes 


below, and while they're stunned from t 


he explosions the cages nearby them 


open up and you can swoop in to rescue the king, queen, court jester and their 
frogs. (Because of course.) Move fast and earn a high score. 
Move too slow and your plane may run out of fuel! 


Sky Skipper isn't worth buying to enj 


oy as a game, but 


it is worth buying as a historical curiosity — and to show 


support to those who brought it back to 


life! — LUCAS 
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COMIC BREAK 


WHEN I'M JUST 
SICK OF THE 
MOVERN WORLD... 


on ee Sel i. I» ^ 
| WHEN LIFE GETS TOO | ` 
MUCH TO BEAR... ሀ 


I LIKE TO 
TRAVEL... 


BACK IN 
TIME. 


TO THE ERA OF 
PIXELS AND 
PLATFORMS. 


TO THE 
LAND OF MY 
CHILDHOOD. 
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BY MATTHEW LOFFHAGEN 
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deeper motivation or heartwarming 


H ТЕРГЕГЕН ЕН ЕЕ 


1 
Д) 
is 
J | 
1m 
Д) 
i" 
' | 
1m 
|" 
1m 
|" 
:| | 
|" 
:| | 
፡ 88 
is 
| 
18 
Д) 


ОШИШИНИ ИНИНИ ШИНИ "1 
... 


8 1 ኛና ars ከያ a T ከምን a ኸም Трева ከጓ ኸም ከ” Tn oed Пар 1 


SHOVEL KNIGHT: 
TREASURE TROVE 


COUP D'ÉTATS HAVE never been so 
much fun! 

Welcome, friends, to our preview of 
Shovel Knight: Treasure Trove — a 


preview for a game that is already out. 


Has been for a while! Since 2014 in its 
first forms, and since 2017 on the 
Switch — go fire up the eShop right 
now and see for yourself! It's on sale 
there as you're reading this. 

This is still a preview all the same, 
though, because while Shovel Knight: 
Treasure Trove is downloadable now, 


it's incomplete in the eShop. The full 
Treasure Trove experience is still on 
the horizon, heading our way on April 
9, 2019, and Yacht Club Games will 
mark the momentous occasion of the 
whole Shovel Knight saga finally being 
finished by publishing an all-new 
physical Switch cartridge edition on 
that day. So this isn't a preview for 
what's already available — it's a look 
ahead at what's still to come. 

We've got five pieces of treasure to 


tackle, so, first, those fun coup d'états. 


—1 
WAM 
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KING OF CARDS 

The crown jewel of the Treasure Trove 
full release will be the fourth and final 
single-player Shovel Knight campaign, 
King of Cards. Shovel Knight himself 
steps out of the spotlight once again, 
handing the role of hero over to the 
glittering, golden King Knight. 

Well, "hero" is probably inaccurate. 
While the preceding spin-off adven- 
tures starring Plague Knight and 
Specter Knight managed to make 
those villains sympathetic or tragically 


backstory fueling King Knight’s wild 
ambition. He’s simply a totally self- 
obsessed jerk who believes he should 
be the ruler of every kingdom he 
comes across, so he bashes and 
bullies his way into the throne rooms 
of established royalty and claims their 
lands by force. Nothing heroic about 
that — so | guess we're just straight-up 
playing the villain this time! 

Speaking of bashing and bullying, 
you'll certainly be doing a lot of that 
when you step into this dapper 
dandy's gleaming boots. In a direct 
homage to Nintendo's own treasure- 
addicted anti-hero, Wario, King 
Knight's signature move is a hard- 
charging shoulder bash. He lowers his 
poofy pauldron, kicks his legs into 
gear and then charges like a bull 
directly forward, tackling enemies and 
the environment itself like the most 
powerful of NFL linemen. In Wario's 
games, that was pretty much the end 
of it: whatever or whoever you tackled 
got toppled, smashed or cracked. King 
Knight, though, is much fancier than 
that old garlic-eating louse. So he 
twirls! 

Yes, it's a one-two combo move for 
the would-be monarch: Bash, then 
twirl. The shoulder charge makes its 
impact, then King Knight recoils in an 
instant, bouncing back in a rebound 
from the point of impact in a spinning 
leap into the air. The spin showcases 
his pompous personality, reinforcing 
his characterization, but gameplay- 
wise it's critical — while spinning, King 
Knight's feet function like the tip of 
Shovel Knight's Shovel Blade during 
his signature Shovel Drops, so you can 
bounce off of enemies and pieces of 
the environment just like the Blue 
Burrower. Better, even, in some cir- 
cumstances, because the spinning 
motion acts like a drill, which causes 


YOUR TASTE IN ATTIRE LEAVES 
MUCH TO BE DESIRED. 
PLACE WITHIN MY KINGDOM. BEGONE CLOTH MAN! 


YOU SHALL HAVE NO 
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new interactions to occur with things 
like the food-filled cloches scattered 
throughout each stage. 

There's more! While spinning in the 
air, King Knight's able to execute 
another shoulder bash — in mid-air — 
and can therefore seek another target 
to ram himself into to cause another 
spin to occur, so he can then do the 
shoulder bash again, so he can then 
... Well, you get the idea. You have to 
chain together lots of precise mid-air 
movements here, similar to how 
Specter Knight had to skillfully use his 
scythe to slash targets in succession to 
renew his own ability to use his own 
signature move again. I’ve been able 
to play a bit of King of Cards already, 
though, and from the small sample of 
stages I’ve experienced, King Knight's 
movements feel fresh and different 
from his Order of No Quarter ally's. It's 
kind of wild that Yacht Club could 
come up with a fourth different 
method of moving through environ- 
ments and have it still feel novel 
and interesting! But each screen 
King Knight enters feels like a 
puzzle to solve, since you can't 
trigger the spin move on your own 
— you have to seek out an enemy 
or wall or other bash-able 
element of the environment to 
get your jump combo going. All 
the while dodging or doing battle 
with all the baddies who'd rather 
see their current kings remain in 
power! 

Your quest to dethrone the rightful 
rulers of the world won't be all bull- 
charging and twirling all the time, 
though, as King of Cards includes an 
in-depth card game on the side! Called 
"Joustus," it's an addictive territory- 
control design in which you face off 
against an A.I. opponent and must 
claim more gems than they do to win. 
Gems are earned when your cards are 
placed over top of them, but you're 
not allowed to just lay a card straight 


HIS TURN AT LAST 


Way back in 2013, after Shovel Knight's Kickstarter campaign had 
wrapped up but still over half a year before the game would launch its 
first version the following summer, Yacht Club Games polled their 
Kickstarter backers to seek their input about which three other Knights 
should also be made playable in the game. All eight of the Order of No 
Quarter members were in the running, along with The Black Knight and 
even The Enchantress, and the voting was wild, with support clearly 
spread out across the entire cast. Probably because Yacht Club did such 
a good job casting their vision for what each different character's 
personal quest could be like! Even then, they had a general idea for how 
they would approach unique adventures for all 10 possible secondary 
stars. 

When all was said and done, though, the three that emerged victori- 
ous were Specter Knight, Plague Knight and the golden goon himself, 
King Knight. He's had to wait the longest of them all, but the results of 
the fan poll will finally come to full fruition five and a half years after its 
conclusion! 

King Knight was actually listed first among all the voting options back 
then (which must have been because he cheated to get such a lofty 
placement), and it seems to have helped him secure his spot. That, and 
the great flavor text Yacht Club came up with for him at the time: 

"King Knight isn't a king, he is a king-themed knight. But that doesn't 
stop him from making decrees! As the lord defender of Pridemoor Keep, 
he commands a formidable army of minions. Experienced with repelling 
invaders who dare try topple his malevolent monarchy, King Knight is a 
master of single combat. And because he's dressed to the nines at 
almost all times, he's always ready for a brutal coronation!" 

King Knight wasn't always the head honcho of Pridemoor, 
though — he stole that position by muscling out the actual 
autocrat in authority there. The King of Cards campaign 
tells that very prequel story, along with the rest of his 
exploits in the days before he joined up with the Order 
of No Quarter! He's had to wait a long time for his 

turn, but it's finally going to be here on April 9! 


over one — instead, one of your 
cards must be placed in a spot 
next to a gem on one turn, 
then "pushed" by another 

card you play on a following 
turn. Every card in your deck 
has arrows on its edges that 
indicate the directions in which it 
can and cannot be shoved, and the 
opponents can push your cards 
around the same way you can. The 
game ends when all the center posi- 
tions are filled, and while you start 
with small grids like the one seen 
above, the complexity grows much 
deeper over time. It's a truly 
engrossing extra! 
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SHOWDOWN 
King Knight's self-aggrandizing quest 
to forcibly claim the crowns of actual 
kings (and also play some cards along 
the way) is just the King of Cards part 
of the Treasure Trove package. There 
are four other self-contained games 
included too! The other new arrival on 
April 9 will be the multiplayer battle 
game we've been looking forward to 
for years: Shovel Knight Showdown. 
We already profiled all the other 
indie Smash-like games in which 
Shovel Knight has cameoed back in 
the Download section, and our review 
of Super Smash Bros. Ultimate is 
coming up later on in this issue — 
Shovel Knight's appearance there is 
mind-blowing for sure. But here, in 
Showdown, Shovel Knight is presented 
in a Smash-similar fighting game 
created by his own creators. You know 
Yacht Club is going to get the look and 
feel of it exactly right! No need for 
other devs' interpretations here. 
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A multiplayer platform fighter for 
up to four players at a time, Shovel 
Knight Showdown sets itself apart 
from Smash by grounding itself in the 
pursuit shared by all the saga’s pro- 
tagonists: treasure! Gems will appear 
at regular intervals in random loca- 
tions around each arena. When they 
spawn, it’s a scramble to claim them 
before your opponents do: Collect 
enough of them and you win! 

Ah, but it gets more complicated 
than that: You also score a point that 
has the same value as a collected gem 
when you K.O. another fighter. So you 
have to weigh out your approach to 
each situation: Should you make a 
mad dash toward each jewel every 
time it appears, or use other players’ 
fixation on the treasure to get the 
drop on them? Every character has a 
health meter that lets them take three 
hits and stay in the fight, but if they 
suffer a fourth then they collapse, get 
removed from the action temporarily 
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and respawn а few seconds later at 
the top of the screen — missing out on 
any gems that appeared while they 
were inactive, and also dropping a 
couple that they themselves had col- 
lected earlier! (As a toll to pay for the 
respawn, | suppose.) 

Showdown will also feature a mode 
in which gems don't appear, making it 
an all-out battle of shovels, shields 
and scythes, as well as a Story Mode 
that lets solo players choose one of 
the fighters and guide him or her on a 
path to glory through righteous 
combat. Over 16 playable characters 
are promised, including all eight of the 
Knights of the Order of No Quarter. 
(Finally, I'll get to play as Propeller 
Knight! I'm still sad he didn't get 
enough votes to earn one of the spots 
of stardom for his own single-player 
campaign.) A few of the playable 
fighters are still unrevealed at the 
moment . . what surprises are in 
store with the final roster spots? 


GET #5 |, 


SHOVEL OF HOPE, PLAGUE OF 
SHADOWS & SPECTER OF 
TORMENT 

So you'll get King of Cards, which is a 
full single-player adventure with a 
bonus card game attached. You'll get 
Showdown, a full-on multiplayer brawl 
that'll help you imagine what the 
Smash Bros. series might have been 
like had it kicked off on Nintendo 
hardware that predated the N64. But 
then you'll also get three other full 
adventures too! 

The original Shovel Knight single- 
player campaign, now called Shovel of 
Hope, lets you experience the quest 
that got this whole package launched 
into stratospheric popularity to begin 
with. It's a brilliant mish-mash of both 
unique ideas and gameplay concepts 
borrowed from the 8-bit era — and we 
actually break that all down in our 
Retro section in this issue, so flip over 
there for more! 

Plague of Shadows puts the bird- 
beaked Plague Knight into the starring 
role and has you playing with lots of 
explosive chemicals while seeking true 
love — it sounds like a weird mixture, 
but it totally works! 

And, last but not least, the most 
recent release, Specter of Torment. 
You may have already snagged that 
one since it went on sale as its own 
standalone download on Day 1 of the 
Nintendo Switch launch, but if you 
didn't, there's no need to buy it sepa- 
rately if you pick up Treasure Trove. 
It's here! They're all here! 

Seriously, friends, it's five full game 
experiences all within one game. The 
name "Treasure Trove" is underselling 
it! Yacht Club Kickstarted one game, 
but in five years' time they've now 
brought us five. Shovel Knight, you're 
too good to us! — LUCAS 
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TEAM SONIC RACING 


Sonic, for once, has purposefully slowed down. 


THE #1 RULE for Sonic is "gotta go 
fast" — but sometimes, you've just 
got to take it slow. 

Though it must have pained the 
Blue Blur to not reach the finish 
line in time for this outing's origi- 
nally scheduled Holiday 2018 
release, Team Sonic Racing has 
nonetheless been delayed until 
May 21, 2019. The official Sonic 
Twitter account stated on October 
25 that they are aiming to make the 
game "the best it can be," and that 
while "delays are no fun," it's 
"quality that matters most." 

This falls in line with the modern 
mission statement for Sonic games 
given by Sega PR rep Aaron 
Webber in 2015, and it makes sense 
that the company would want to 
elevate the quality of their offer- 
ings when critical projects like a 
live-action movie are in the works. 

Since our last look at the game 
back in Issue #34, new info has 
come out, however slowly. In 
addition to Team Sonic (Sonic, Tails 
and Knuckles) and Team Dark 
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(Shadow, Rouge and Omega), Team 
Rose will hit the starting line with 
Amy, Big the Cat and a car with 
four drivers: a normal Chao, Hero 
Chao, Dark Chao and Omochao. 

The other team revealed is the 
somewhat bizarre Team Vector. 
With Vector the Crocodile as the 
team captain, you’d expect Charmy 
Bee and Espio the Chameleon to be 
his teammates, but no. Instead, the 
time-traveling telekinetic hedgehog 
Silver and his curious cat compan- 
ion Blaze round out the lot. And 
despite Team Rose fitting four 
characters into one car, Vector’s 
fellow Chaotix detectives don’t ride 
in his car, either! Guess someone 
had to mind the office — or Blaze 
and Silver just needed a third, and 
Vector named himself the captain 
in the process. 

Unfortunately, little else has 
been revealed about the game at 
this point. While the final product 
should contain 21 tracks, only five 
have been revealed: Wisp Circuit, 
Ice Mountain, Market Street, Boo’s 
House and Whale Lagoon. We'll see 
more as we race toward the new 
May 21 release date! — DAVID 


PREVIEWS 


FITNESS BOXING 


Dance Dance Revolution meets Wii Sports? 


THE SPIRIT OF the Wii Fit series 
lives on! 

It’s been over a decade now 
since Nintendo first tried to fuse 
fun and fitness, tapping into an 
exercise-conscious audience — and 
achieving incredible success in the 
process, as the original Wii Fit has 
sold over 22,000,000 copies since 
its 2008 introduction, making it 
one of the most popular video 
game products of all-time! It’s had 
a pair of follow-ups since then, but 
nothing on the Switch yet. 

Until now! Nintendo's first pub- 
lished release of 2019 hits on just 
the fourth day of the New Year, on 
schedule to provide timely assis- 
tance for anyone who's made a 
weight loss-oriented resolution. 
Fitness Boxing is not officially a Wii 
Fit series sequel — it’s only pub- 
lished by Nintendo, not developed 
in-house, and the Wii Fit Trainer 
characters make no appearance 
here — but it’s being brought in 
under the same umbrella. 


“SWITCH PUBLISHER: NINTENDO 
DEVELOPER: IMAGINEER 


RELEASE: JANUARY 4,2019. RATING: T 


Fitness Boxing explains itself 
fairly well with its name alone, as 
this is an exercise-focused game 
design that primarily concerns 
itself with punches. Holding both 
Nintendo Switch Joy-Con control- 
lers in both of your hands, you'll 
throw jabs at the screen in rhythm, 
tracking along with the beat of the 
song you select from an array of 20 
different options. 

The official setlist boasts some 
big names, including Lady Gaga, 
Pitbull, Kesha and Maroon 5. But it 
also comes with a fairly major 
caveat: Their popular tracks have 
no vocals in Fitness Boxing. They’re 
purely instrumental versions. Feel 
free to sing along with "Call Me 
Maybe" as you box to the beat, but 
don’t expect Carly Rae Jepson to 
lend her voice to your efforts. 

A range of workout customiza- 
tion options will round this one out, 
and it’s sure to serve its audience 
well and help more than a few folks 
drop some of those extra holiday 
pounds. Punching up anywhere 
near Wii Fit’s weight class again, 
though? Unlikely. — LUCAS 
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NEW SUPER MARIO BROS. U DELUXE 


WHEN IT FIRST launched alongside 
the Wii U in late 2012, New Super 
Mario Bros. U completely elevated the 
"New" sub-series. While the art style in 
the very first DS entry was cute, the 
budding franchise didn't reach its full 
potential until New Super Mario Bros. 
2 and, more specifically, its innovative 
DLC, headed up by budding Nintendo 
developers looking for something to 
prove. With NSMBU, it continued that 
legacy of wackiness, boldly allowing 
Luigi to eventually become the hero 
and host his own platformer party. 
New Super Mario Bros. U Deluxe on 
Switch seems set to uphold that "New" 
legacy that began nearly 13 years ago. 
For those of you who haven't 
played it before, strap in — there's a 
lot to talk about. New Super Mario 
Bros. U is one of the strongest recent 
2D Mario platformers in terms of its 
penchant for delivering fun levels. It 
hits on all the right notes with desert, 
water, ice, poison and cloud themes, 
evoking all sorts of iconic imagery 
while doing its own "New" thing. The 
Wii U had also hit a point where 
Nintendo could provide even sleeker 
platformer visuals, giving it a vivid 
coat of paint that still holds up today. 
Baby Yoshi power-ups are adorable 
(I wouldn't mind seeing their return in 
the future), as is the Flying Squirrel 
Mario transformation, first introduced 
in this adventure. Mario does his best 
Rocky and Bullwinkle impression after 
picking up the Super Acorn, allowing 
for a sort of modified version of Super 
Mario World's Cape with wall-clinging 
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and a more uniform glide motion 
added in. The different colored Baby 
Yoshis are also Mario World adjacent, 
providing bubble-blowing powers on 
top of lantern and flying abilities. But 
unlike World, they never grow up (so 
you can hug them forever)! 

This new Deluxe version is going to 
make some alterations, most of them 
for the better. As we previously dis- 
cussed (and some of you are probably 
tired of hearing about) Peachette is in 
(the Super Crown allows Toadette to 
turn into a Peach look-alike, complete 
with her floating powers) and Blue 
Toad is thankfully booted out in favor 
of her. The roster changes are slight 
but welcome, as two Toads never 
really made sense. Plus there's more 
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proliferation between the Mario U and 
the Luigi U campaigns with more 
cross-character options. 

Wait, Luigi U?! Yes, New Super Luigi 
U is the real masterpiece here! First 
billed as a DLC offering for NSMBU 
proper, this is basically a brand-new 
game featuring the lesser-loved 
brother, with its own twists in tow. 
First off, Luigi can jump like a champ 
(following the schematic set up in 
Mario 2), giving him a distinctly differ- 
ent feel. The levels are new as well, so 
while the story and map are a 1:1 re- 
creation of Mario's tale, you could the- 
oretically play it before or after the 
original U story and not feel like 
you've been there before. 

It also has a secret weapon: Nabbit. 


The little rabbit trickster is an incredi- 
ble character, offering up enemy invul- 
nerability (he can still be done in by 
the environment) as a sort of "easy 
mode" for people who aren't keen on 
platformers. It's the missing link that 
adds a new layer of inclusivity to New 
Super Mario Bros. U, and the best 
part: He's optional. Oh, and just in 
case you hated that 100-second time 
limit for stages in the original, 
Nintendo is upping the timer to 200 — 
so you can stop and smell the roses. 
While I’m sure some purists will pitch 
a fit, this change feels in line with the 
rest of the game, as Luigi U sports 
enough challenge besides the clock. 

New Super Mario Bros. U Deluxe 
seems to tick all of the right boxes. 
And this seemingly definitive edition is 
set to arrive very soon! — CHRIS 
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LIKE FATHER, LIKE son. 

When it was first released on the 
DS back in 2009, Mario & Luigi: 
Bowser's Inside Story made history for 
the Koopa King — it was the first time 
his name had appeared in the title of a 
game! Luigi, Yoshi, Wario and even 
Peach had managed that same feat 
faster, but finally, 24 years after his 
debut, Bowser was given his due. 

And now it's Junior's turn! It's funny 
that this same game could confer the 
same status on two generations of 
Koopa royalty, but this 3DS remake of 
Mario & Luigi: Bowser's Inside Story is 
extending its name with the added-on 
"+ Bowser Jr.'s Journey", and in doing 
so it's giving Bowser Jr. his first title 
role too! 

This isn't the first time Nintendo's 
presented a remake in this style — in 
fact, the template for this one was just 
set a little over a year ago when Mario 
& Luigi: Superstar Saga 
* Bowser's Minions 
dropped in late 2017. 


In that game — a remake of a 2003 
GBA classic — the core story was kept 
almost entirely the same. It was the "+ 
Bowser's Minions" part that was new, 
telling an original tale of a group of 
common foes who went on a quest to 
save Bowser. Their adventure intro- 
duced a new battle system in which 
large groups of baddies brawled back 
and forth, while "Captain Goomba" 
issued orders from the sidelines. 

This time around, that same battle 
system is back — but Bowser Jr.'s in 
the captain's chair! He'll earn his title 
placement as a protagonist for the 
first time ever, setting out to find a 
cure for the "Blorbs" disease that's 
causing chaos in the 
Mushroom Kingdom. 


MARIO & LUIGI: BOWSER'S INSIDE STORY 


+ BOWSER JR.’S JOURNEY 


The son will shine! 


New this time around, though, is 
the fact that the captain won't have to 
bark orders on his own — Bowser Jr. 
can recruit some second-in-command 
Koopalings to help him shoulder the 
mantle of leadership. Troop forma- 
tions are also a fresh addition, so the 
battles should have more depth and 
nuance in this second outing. 


PREVIEWS 


PUBLISHER: NINTENDO 
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All of Bowser Jr.’s Journey will still 
be secondary to the main quest of 
Mario, Luigi and Bowser, of course, but 
since that part of this package should 
be largely unchanged from its original 
version from less than 10 years ago, it 
may well be the burden of Bowser Jr.’s 
story to make this a must-play or not. 
We'll find out soon, as the game hits 
stores shortly after this issue hits 
mailboxes! — LUCAS 
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TRAVIS STRIKES AGAIN: 
NO MORE HEROES 


Suda51’s otaku assassin touches down in retail stores once more. 


SUDASI, THE CREATOR of No More 
Heroes, has been awfully tight-lipped 
about this upcoming co-op brawler, 
but we still did our best to scrape up 
some new fact scraps for you. 

For starters, we learned that Travis 
will enter games-within-his-game that 


take place in a post-apocalyptic waste- 


land, a green wireframe highway, the 
inside of a pinball machine and what 
looks like a return to the mansion 
from the opening stage of the first No 
More Heroes. Dr. Juvenile, the creator 
of all the games that Travis traverses, 
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will often appear in these stages as a 
sort of digital ghost and talk to Mr. 
Touchdown and his reluctant compan- 
ion, Badman. Also on display are some 
weird full-motion video cutscenes fea- 
turing Doppelgänger, one of the 
game's six new bosses. The other five 
are named Silver Face, Eight Heart, 
Electro Triple Star, Brian Buster and 
Smoking King — who was originally 
unveiled as Bomb Man earlier this 
year. Since then, all the dynamite that 
had previously been strapped to his 
chest has been replaced with... 


boxes of cigarettes? Was this to avoid 
a lawsuit from Capcom, whose own 
Bomb Man is one of Mega Man's 
original six Robot Masters, or was it 
just a way to show kids that smoking is 
just as dangerous as playing with 
explosives? We may never know. 
We've also seen Travis' indie T-shirt 
collection grow to represent over 55 
games, including ROM: 2064 (a game 
where I play a Froyo salesman!), Golf 
Story, Pocket Rumble, Dandara, 
Wargroove, Dead Cells, The American 
Dream, YIIK, Bit. Trip RUNNER, Minit, 


vl | m 


34 ISSUE 437: WHERE DO YOU SEE YOURSELF IN FIVE YEARS? 


4 


| 


undertale, Treachery in Beatdown 
City, Downwell, Luftrausers, Hollow 
Knight and many others. Strangely 
enough, there's still no sign of a shirt 
representing Shovel Knight, even 
though that was the first one to be 
announced back in 2017! Also missing 
is (you guessed it) The Missing, a 
surreal psychological horror plat- 
former from Suda51's real-life tag- 
team wrestling partner Swery65. | bet 
it will make it in, though. After all, it 
was nominated for a prize at Geoff 
Keighley's Game Awards — that alone 
is reason enough for Travis to want it 
represented in his closet. 

One thing we know for sure is that 
Travis Strikes Again will have some 
voice acting, including the return of 
Robin Atkin Downes as Travis himself, 
though the bulk of the adventure will 
be told via text. We also discovered 
that the game is getting a physical 
release, to be distributed by none 
other than Nintendo of America! 
That's big news for people who have 
been hoping to see the Big N take 
notice of Travis enough to allow him 
into Smash Bros. (even if it's just in 
spirit). The physical Special Edition 
will include a season pass for all of the 
game's future DLC. The details of that 
content are still largely unknown, but 
at least one new playable character 
and stage have been confirmed, and a 
more in-depth collaboration with one 
or more indie games has been hinted 
at. Fans are guessing that the new 
fighters will be Badgirl (Badman's 
thought-to-be-deceased daughter) or 
Shinobu (Travis' young protégé) and 
that the indie collaboration will be 
with Hotline Miami, the top-down 
indie action game that inspired Suda51 
to create this new No More Heroes in 
the first place! — JONATHAN 
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You might knock over a bush or tree 
and find a Shy Guy was hiding behind 
it with a key you need to unlock a door 
in front of you. You might find a classic 
Yoshi collectable like a Flower, needed 
if you’re going for full completion in 
any given level. You might find a pup! 
The Poochy Pups are back, and your 
goal in some stages is tracking them 
all down as fast as you can. 

Having a co-op partner will surely 
help in those situations . . . unless he 
or she decides to mess around and be 
more foe than friend, that is. That's 
just classic Nintendo game design, 
though! Give players the ability to 
control two characters on-screen at 
PN the same time, then sit back and see 
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the right attitude. 
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Two eggs are better than one! 


SO, WHO'S YOUR go-to co-op 
partner? 

It's great to lose yourself in a vast 
single-player experience, and it's a 
blast to fill a room with friends for 
madcap multiplayer mayhem. But 
some of the most fun to be had with 
video games is when you join forces 
with just one other player, partnering 
up to take on the two-player co-op 
mode in one of Nintendo's delightful 
adventures. Yoshi's Crafted World will 
be the next such design that will be 
better when played by a duo instead 
of just one lone dino! 

Working with a friend was an 
option in Yoshi's Woolly World a few 
years ago, and | loved the co-op there 


because it allowed me to play along- 
side my young son Carter — that and 
its low-difficulty Mellow Mode taught 
him how to play games. Now, Yoshi's 
Crafted World is bringing back both of 
those features, but with added 
enhancements. Two Yoshis can tag- 
team once again, but now one player 
can jump on the back of the other to 
form a kind of Double Dash!!-ish duo: 
The Yoshi who's on the bottom 
controls the movements of both, 
running and jumping along, while the 
Yoshi on top is freed up to focus 
entirely on tossing eggs. 

It's an important upgrade, as egg- 
tossing has never been as critical as it 
is in the Crafted World. These levels — 


all built out of elementary school craft 
materials like cut-up cardboard boxes, 
plastic straws and tin foil — have more 
depth and detail than any previous 
Yoshi game's stages. And it's not all for 
show! The backgrounds play a crucial 
role in gameplay, as hidden coins, gift 
boxes, enemies and other secrets are 
constantly lurking back there in the 
distance, hiding behind pieces of the 
environment. The egg-tossing comes 
into play more than before because 
you can freely choose to swap your 
egg-targeting crosshairs to 


Yoshi's Crafted World doesn't have 
arelease date as of this writing, but it 
should be one of the first games out of 
the gates from Nintendo in 2019. | 
need to make sure Carter is ready to 
team up again! — LUCAS 


focus on the background 
instead of the plane that 
Yoshi is on, and then 
bop things back there! 
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ON THE HORIZON IN THE NEW YEAR 


Looking ahead to four of the biggest games that Nintendos planning to deploy on the Switch in the (hopefully) very near future! 
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LEM: THREE HOUSES 
ONE OF THE biggest announcements at E3 2018, Fire Emblem: Three Houses 
made a splash at the annual expo . .. and then immediately submerged itself 
once again. With a promised "Spring 2019" release, we didn't expect to hear much 
new information in the back half of 2018, and sure enough, we didn't — all the 
mysteries surrounding this sequel since last summer are still in place now as the 
New Year begins. My guess, though, is that Nintendo will continue what seems to 
be becoming an annual tradition and present a Direct video in early January that 


will offer more details on early 2019 titles like this one. And perhaps we'll get to 
finally find out if "Byleth" is a customizable avatar character or not? 


LUIGI'S MANSION 3 


UNLIKE PRIME 4 up there, we have thankfully already seen actual gameplay 
footage of Luigi's next exploration adventure — enough to surmise its scenario 
(hunting ghosts in a haunted hotel) and a few new features (like a plunger-firing 
add-on to his usual Poltergust pack). The big question surrounding this one, then, 
is "When?". As the 3DS remake of the original Luigi's Mansion just dropped this 
past October, and since this spooky series matches that Halloween season so well, 
and since Nintendo has only said "2019" in general for this one thus far, I'd place 
my bet on October again, giving us two Hallo-weegees in a row. 
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NOW IN DEVELOPMENT FOR NINTENDO SWITCH 


METROID PRIME 4 


WELL, HERE IT is again, even using the same logo-only teaser image in this 
same position from the last time we brought up Prime 4 half a year ago. Again, 
it's no surprise that this project has been surrounded by silence since its very 
early announcement a year and a half ago — we knew the logo and the promise of 
areturn to 3D exploration as Samus were all we'd get for a while. But now, as 
2019 dawns, it's starting to become reasonable to expect some more meaty info 
soon. When will we see our first glimpse of gameplay? January? March? E3 2019? 
(Surely no later than that, right?) Even then, it might not get a 2019 release... 


ANIMAL CROSSING ON SWITCH 


FINALLY, IT'S ALMOST time to play Dr. Dolittle once more, as before the next 12 
months are up, we'll all have the chance to walk with the animals and talk with 
the animals once again. Confirmation of an official Animal Crossing sequel on 
Nintendo Switch felt like it took forever to arrive, but it finally did in a Nintendo 
Direct broadcast this past September, alongside the reveal that Isabelle would 
join the Super Smash Bros. Ultimate roster. It was during that Smash reveal that 
we got what seemed like it could be a glimpse at AC Switch gameplay, but we 
don't know that for sure yet . . . so it's anyone's guess as to when in 2019 this one 
might arrive. I'll cross my fingers for sooner rather than later! You do the same! 


BY LUCAS M. THOMAS 
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BY MATTHEW TARANTO 


FEATURES 


FORMING THE CLUB 


THE STORY OF Shovel Knight begins at the studio known for Shantae: 
WayForward Technologies. There, a core team of programmers, artists and 
a director all met and worked with each other on such games as Double 
Dragon Neon — and following the September 2012 release of that reimagin- 
ing of a classic franchise from the ’80s, that core team decided to bid 
farewell to WayForward and set sail as their own indepedent studio, chris- 
tened Yacht Club Games, to continue paying homage to the 8-bit era. 

At first, Yacht Club was comprised of five individuals: Sean Velasco, lan 
Flood, David D'Angelo, Nick "Woz" Wozniak and Erin Pellon. A skeleton crew, 
some might say, but just the right number to take an all-new ship out into 
the dangerous waters of indie game development at the beginning of the 
Wii U era. (Their success didn't hinge entirely on the Wii U, thank goodness 
— they might have capsized early on if that were the case!) 


YACHT CLUB |B 
GAMES 


THE FATEFUL LUNCH 


THE BEST IDEAS happen when you've got a full belly. That was the point 
of origin for Shovel Knight — at some point soon after deciding to form 
Yacht Club, the team met together for lunch and began brainstorming ideas 
for what their first project should be. The conversation turned to gameplay 
mechanics, and specifically how so many classics from the 8-bit era built 
their game designs on single, simple actions like a sword slash or a unique 
kind of jump. Thinking back to Zelda || and Link’s downward stab in that 
game, they wondered what a whole game might be like if that were the 
hero's main action. Then that led to thinking about flipping enemies over to 
expose their soft underbellies, and stabbing down through blocks of dirt 
. .. pretty soon the team realized that what they were discussing didn't 
really make sense with a sword. They were talking about a shovel! Then 
somebody said it: "Shovel Knight: The Shovelling Knight!" 


BY LUCAS M. THOMAS 


THE BIG REVEAL! 


AFTER WORKING THROUGH the end of 2012 and into the first months 
of 2013, the team had realized the vision of the game they'd brainstormed 
to enough of a degree that they could take the next step: crowdfunding it to 
turn it into a full game. On March 14, 2013, Shovel Knight was revealed to 
the world when Yacht Club launched a Kickstarter campaign for it! 

The funding drive originally sought a total of $75,000 to bring Shovel 
Knight into existence as a PC game. But soon after the Kickstarter's launch, 
support began pouring in from thousands of backers! The original funding 
goal was met before the end of that March, and then the team turned their 
attention to stretch goals to extend the experience further. 

The Kickstarter campaign page is preserved for posterity, too, just in 
case you want to travel back in time and see what our hero looked like on 
Day 1. Apparently he had a strap to hold his shovel on his back? 
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KICKSTARTED QUADRUPLY 


ONE MONTH AFTER the Kickstarter launched, it concluded in grand 
fashion — the final total raised was $311,502, contributed by a total of 
14,749 different backers (including yours truly). The fact that the total 
dollar amount went more than four times higher than the original goal was 
certainly exciting for the Yacht Club team, but they surely never anticipated 
that those extra dollars would end up dictating the next six years of their 
lives. 

Why? Stretch goals! The road between $75K and $300K was marked by 
a dozen different promised expansions to the content of the game, includ- 
ing adding three extra playable characters, a music player mode, a New 
Game Plus option, a challenge mode, a "Gender Swap" mode, a four-player 
battle mode featuring every boss character made playable and more. As 
we'll see, it’s taken until 2019 to finish delivering on all those promises! 


MEGA MAN-AMI 


ONCE THE CAMPAIGN'S original funding goal was hit, the activity on 
the Shovel Knight Kickstarter page really kicked into high gear. Several 
major updates dropped over the weeks that followed as Yacht Club kept on 
adding more and more to the game, but the biggest one for this team who'd 
set out to make a new game that paid homage to great 8-bit games like 
Mega Man was... the actual composer of Mega Man joining the crew! 

Manami Matsumae, a legendary composer of video game music, was 
added to the development team to create two new pieces of music for the 
game. She joined forces with Jake "Virt" Kaufman (who did the rest of the 
soundtrack), and ultimately crafted two spectacular themes: "A Thousand 
Leagues Below," which is Treasure Knight's theme that plays in the Iron 
Whale stage, and "Flowers of Antimony," which is Plague Knight's track 
from his home, The Explodatorium. Go and have a listen to both! 


THE BACKERS' CHOICE 


I MENTIONED THIS part of the story back on Page 29 already, but this is 
where it fits into the chronology, so here it is again. The "Dig the Vote" 
Kickstarter backers poll! 

Three of the stretch goals hit on the road to $311,502 promised that a 
Knight of the Order of No Quarter would become playable in the single- 
player campaign in addition to Shovel Knight, and for Yacht Club to be able 
to move forward with developing that content, they had to know which 
Knights were going to take those slots! | suppose they just could have made 
the choices themselves, but they again turned over control of a huge chunk 
of their next few years of development life to the backers. A poll with all 
eight Order members, The Black Knight and The Enchantress was con- 
ducted, and emerging as the most wanted from that group of 10 were 
Specter Knight, Plague Knight and King Knight! (In that order.) 


ON THE COVER OF NF 


AND THEN THE Nintendo Force entered the fray! 

OK, so having Shovel Knight appear on the cover of NF Magazine's Issue 
#7 might not have been the most earth-shattering moment between the 
end of 2013 and the actual launch of the game, but since it's us, we can use 
it as a representative example of the greater work Yacht Club was doing in 
that time period: Working to finish the game, sure, but also working to 
promote the game! The team juggled development with con appearances, 
media interviews and every other kind of signal boost they could muster, 
ensuring that the game was ultimately highly anticipated not just by the 
14,749 backers who'd already put their money down via the Kickstarter, but 
hundreds of thousands more beyond them. 

And let's give another five-years-later thanks to Yacht Club's Erin Pellon 
for crafting the wrap-around NF #7 cover art! Still a joy to behold today! 


THE SHIPPING OF STUFF 


HAVING NEVER WORKED in video game development myself, | don't 
know for sure, but I have to imagine that the days and weeks following the 
aunch of a new product are relatively restful for most teams. You've made 
it through whatever last-minute crunch was needed to finalize the game, 
you've shipped it out, people are buying it . . . the hard part's done, right? 
ot the case for the Yacht Club! 

In the immediate aftermath of completing and launching a Kickstarter- 
unded game, the team who received that upfront financial support has to 
make good on their pledge tier promises — so the chapter of the Shovel 
Knight story following its launch in the middle of 2014 was marked by 
weeks and months of assembling physical packages to send out to all of 
hose 14,000» backers. The game was digital, but the boxes and instruction 
manuals were real! They even shipped out envelopes full of dirt! 


THE GAME IS LAUNCHED! 


AT FIRST, THE finished Shovel Knight game was meant to be ready by 
September 2013 — that was the "Estimated Delivery" date placed on the 
Kickstarter pledge tiers. Yacht Club ended up bumping it back into 2014, 
and specifically March 31, 2014, which is why we decided to put the game on 
the cover of our January/February 2014 issue five years ago, to build up 
hype for it right before its release. Well, we probably could have waited 
until NF #8 or #9, in hindsight, because the team ultimately had to push it 
back a few months more for a few extra passes of polish... but, finally, the 
game launched on June 26, 2014! 

As planned from the start, it hit PC on that day — as well as the 3DS and 
Wii U eShops! Nintendo's systems had been added as Day 1 platforms during 
the Kickstarter. The physical boxes Yacht Club made for the launch were 
empty, though, as a real tangible release was still a ways away... 


INDIE GAME OF THE YEAR! 


HOW'S THIS FOR an immediate acknowledgement of awesomeness? Just 
a year and a half after Kickstarting their first-ever title and less than six 
months after it actually launching to the public, Yacht Club Games was rec- 
ognized by their peers in game development, the fans who played the game 
and the journalists who cover everything in the industry — Shovel Knight 
was named Indie Game of the Year at the inaugural presentation of The 
Game Awards in December 2014! 

Sean Velasco, Nick Wozniak and David D'Angelo appeared in person to 
accept the honor, and Sean shared a few words. "Thank you to everyone for 
loving these kinds of games . . . When we were kids playing our Marios and 
our Castlevanias and our Zeldas, we never imagined that we'd get to work 
on something like this, or that it could come out and be successful and that 
everyone would love it." Well, we did! And we still do! 


SHOVEL KNIGHT 


[YACHT CLUB GAMES] 


THE CLASH WITH KRATOS 


WHEN YACHT CLUB took the stage to accept Shovel Knight's Game 
Award in December, it was Shawn Layden — President and CEO of all things 
PlayStation in the United States — who just so happened to be the one to 
announce them as the winners and hand them the statuette. At that point 
Shovel Knight was still only available on PC, Wii U and 3DS, and as Sean 
thanked Nintendo during his speech, Shawn stood off to the side, listening. 
A few weeks later? PlayStation ports of Shovel Knight were announced! 
Knowing that they were arriving to the party late, Sony worked with 
Yacht Club to sweeten the pot for gamers debating which version of the 
Blue Burrower’s adventure to buy — they brought in the power of the God of 
War! Exclusively in the PlayStation versions of the game, Shovel Knight 
could discover a new, secret boss battle against Kratos himself. He was a 
truly brutal opponent to try to defeat, but the power of Shovelry prevailed! 


A PLAGUE DESCENDED 


WHILE NEW PLAYERS on PlayStation and Xbox systems were busy dis- 
covering the original Shovel Knight single-player campaign for the first 
time, the Yacht Club was hard at work preparing the promised second 
version of that adventure: Shovel Knight: Plague of Shadows! Though at 
first planned to be little more than a swap-out that removed Shovel Knight 
from the hero role and made the chemical connoisseur Plague Knight the 
protagonist instead, the team invested over a year of extra time into its 
development and transformed it into a standalone experience worthy of 
being called its own game! 

Plague of Shadows launched as free DLC for Shovel Knight owners on 
September 17, 2015, and it told the tale of Plague Knight's quest to concoct 
the ultimate potion: Serum Supernus. To gather its ingredients, though, he 
had to defeat all of his Order of No Quarter allies in combat! 


FEATURES 


TOADALLY WICKED 


WE COVERED A dozen of Shovel Knight's biggest cameo appearances 
back in the Download section, as keeping him visible by having him cross 
over into lots of other games has clearly been one of Yacht Club's strategies 
for promoting their own game over the years. It's funny then that when 
Sony wanted to attract Shovel Knight fans over to their systems, they 
offered a reverse cameo — not having Shovel Knight show up in one of their 
games, but rather letting one of their characters appear in his world. 

Well, Xbox wasn't going to be left on the sidelines! They wanted Shovel 
Knight on their system too, so they offered three of their characters as a 
triple cameo: all three Battletoads! Rash, Zitz and Pimple, all hailing from 
the 8-bit era that Shovel Knight was created to honor, brought things full- 
circle by appearing to challenge him directly. To a fight, of course, but also 
to a race through the infamous Turbo Tunnel! 


IT GOT PHYSICAL 


PLAGUE OF SHADOWS ended up having an entirely different gameplay 
feel than the first Shovel Knight quest did, thanks to the fact that Plague 
Knight had a totally different moveset and array of attacks: He tossed out 
bombs to break apart both the environment and any enemies in his path — 
and he could totally customize his explosives with different effects, too! 

The timing of the release of such a drastically unique extra campaign 
just added to the appeal of a potential Shovel Knight purchase for those 
gamers who had yet to dive in, and soon after Yacht Club swooped in with a 
set of highly requested physical versions! Those who picked up Shovel 
Knight on cartridge for 3DS or disc for Wii U or PS4 got to access to both of 
the single-player campaigns immediately — and these editions, released in 
November 2015, are still being supported today. The new 2019 content will 
still be a free download for owners of these versions! 


IN FINE FIGURE FORM 


NOW, PLEASE FORGIVE me, all you diehard Nintendo loyalists who are 
reading this! | know I just spent a big chunk of the preceding page talking 
about PlayStation and Xbox, but it was a necessary evil to be able to fully 
and accurately tell the Shovel Knight tale thus far. Any Big N aficionados 
who might have felt similarly slighted by the shift in focus away from 
Nintendo back in 2015 got realigned when, at the end of August that year, 
Yacht Club dropped this megaton announcement: Shovel Knight was being 
transformed into an amiibo figure! 

The amiibo then became available on January 8, 2016, kicking off what 
would prove to be another huge year for Yacht Club and their iconic horn- 
headed hero. When tapped into the Wii U version, the Shovel Knight amiibo 
activated an exclusive co-op mode! No other system but the Wii U got to 
have two Shovel Knights quest through the campaign together! 


ENTERING A NEW LAND 


HERE IN A primarily English-speaking part of the world, video game fans 
spend a lot of time looking across the Pacific to Japan, seeing the amazing 
new games that are being released there and getting anxious and impatient 
while waiting for localizations to be announced. We'd play them right away 
if we could, but most of us can't speak or read Japanese! (You should really 
consider learning Japanese, by the way. | wish I had when I was a kid or a 
teenager. But I digress!) 
We don't often consider the opposite situation: players in Japan seeing a 
Western-developed game and wanting to be able to play it there in their 
home country and in their language. Yacht Club solved that problem in mid- 
2016 with an official Japanese localization of Shovel Knight, which was pub- 
lished һу... Nintendo themselves! Shovel Knight officially became a real 
"Nintendo" game! They even sold a physical 3DS version with the amiibo! 
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THE MILLION MILESTONE 


IN APRIL OF 2016, Yacht Club Games shared an incredible piece of cele- 
bratory news: Shovel Knight had officially sold over 1,000,000 copies! And 
actually, it was more than that by the time they let the public in on the sales 
numbers in April: The game had crossed the 1,000,000 mark in December 
2015, and then tacked on a further 200,000+ by the time April 2016 rolled 
around! You know how life is. You really mean to make a blog post about 
your indie game selling a seven-digit number of copies, but things get busy 
and you just have to rack up an extra 200K or so before you finally sit down 
to type everything up. It happens to all of us! 
OK, jokes aside, the blog post in which Yacht Club broke the news about 
the million milestone was full of incredibly insightful, detailed graphs and 
data that all indie studios should take the time to study. The transparency 
that the team has had with the game has been inspiring and educational! 


ASSUMING A NEW ROLE 


ONE SUCCESS LEADS to another, and the dominoes just kept continuing 
to fall in Yacht Club's favor as Shovel Knight passed its two-year anniver- 
sary in June 2016 and the team carried on into the back half of that year. 
While no further content was released for Shovel Knight itself in that time 
period, that doesn't mean Yacht Club wasn't putting fresh content out into 
the world — they just took a break from pushing their own wares and helped 
another studio with theirs! 

Riding the momentum from their first turn at physical publishing (with 
the Shovel Knight retail releases the year before), Yacht Club joined forces 
with the legendary action game studio Inti Creates and helped them bring 
a 2-in-1 combo pack of Azure Striker Gunvolt and Azure Striker Gunvolt 2 to 
retail. The Striker Pack hit stores as a 3DS cartridge in October 2016, and it 
held a surprise inside! (Flip back to Page 15 for more on that.) 


SWITCHING THINGS UP 


AS 2016 GAVE way to 2017, all Nintendo fans' minds were fixed on the all- 
new Nintendo Switch! The combination portable and home console had just 
been revealed to the world in October 2016 through a viral debut trailer, 
and then an early January 2017 Nintendo Direct sent the hype through the 
roof with more details on the system's upcoming launch and an incredible 
trailer for Nintendo's flagship Day 1 Switch release, The Legend of Zelda: 
Breath of the Wild. Knowing how to ride a wave when they see one, Yacht 
Club steered their ship right into that same storm of hype and delivered the 
news that Shovel Knight: Treasure Trove would also come to the Switch. 
But wait . . . "Treasure Trove"? Yes, this is the point when the name 
change occurred! To reflect how much the game had grown since 2014, the 
old title was appended, and the original campaign was renamed "Shovel 
Knight: Shovel o 


BODY AND SOUL 


IN PAYING HOMAGE to the great video games of the 1980s, Yacht Club 
recognized one shortcoming that marked most of the masterpieces of that 
era: poor representation. It was a boys' club! Just look at the Mega Man 
series and how nearly all of its characters were "Something" Man. Man, 
Man, Man. It's raining Men at Dr. Wily's place! It took until Mega Man 9 for 
there to finally be a "Woman" Robot Master. 

Admittedly, Shovel Knight followed that same formula by making its 
hero and all of the Order of No Quarter be male knights — but a stretch goal 
achieved during the Kickstarter promised a "Gender Swap" mode that 
would flip things around. Renamed "Body Swap" when it finally launched in 
2017 alongside Specter of Torment, it gave full control to players to choose 
both the body type and pronouns used in dialogue boxes for all of the main 
cast members in the game. Progress! 
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A TALE OF TORMENT 


BUT THAT WASN’T all of the Shovel Knight news heading in to the Switch 
launch on March 3, 2017 — Yacht Club also pulled back the curtain on the 
game's third single-player campaign (and second to put the spotlight on 
one of the Order of No Quarter villains), Shovel Knight: Specter of Torment. 
But is Specter Knight actually a villain? After experiencing his story, it's 
hard to be sure any more. 

Specter of Torment is a prequel to Shovel Knight's story, and it follows 
Specter Knight's quest to assemble the Order of No Quarter in the first 
place — a quest he is forced to undertake by The Enchantress. We learn 
through flashbacks that this scythe-wielding undead warrior was once an 
adventurer named Donovan, and we see his camaraderie with his friend 
and partner, Luan. But what became of Luan? How did Donovan end up as 
this skeletal horror? You'll have to play it to find out! 


MEETING MADAME MEEBER 


ONE FURTHER CHANGE that arrived in the avalanche of new content 
that dropped alongside the release of Specter of Torment was that the 
Co-op Mode that had previously been exclusive to the Wii U version was lib- 
erated from that lockdown and made available on all platforms. Since 
accessing the Co-op Mode was the primary function of the Shovel Knight 
amiibo, though, that change seemingly made said amiibo much less inter- 
esting to own. The Yacht Club couldn't have that! 

So in came Madame Meeber! An all-new character inserted into the 
game in various locations like the Village, the Madame welcomed adventur- 
ers to tap the Shovel Knight amiibo to access all-new functionality: sum- 
moning the cutesy, teeny new helper character, the Fairy of Shovelry! This 
tagalong ally could join Shovel Knight, Plague Knight or Specter Knight on 
their quests, doing his best to help fight baddies and dig up treasure. 


MONEY MANAGEMENT 


ENTERING THE FIFTH calendar year of Shovel Knight's availability — and 
with it still being Yacht Club's only game, as evolved and upgraded and 
re-titled as it was — the team had to continuously innovate and find new, 
creative ways to drive further sales to new customers. One promotion 
announced in early 2018 was a discount on the whole Treasure Trove 
package for those who had purchased Specter of Torment in its standalone 
digital download edition in 2017. 

I didn't mention that on the previous page — when it launched, Specter 
Knight's quest was available as a $9.99 purchase all on its own. Treasure 
Trove, meanwhile, has been priced at $24.99 since it became "Treasure 
Trove" — even before that, when the retail Wii U and 3DS releases had to 
have their prices bumped up to that level to avoid bargain bin placement. 
Somehow Yacht Club's kept all the finances in order all these years! 


THE DOUBLE MILLION 


IN APRIL 2016, Yacht Club revealed that Shovel Knight had sold over 
1,000,000 copies. In April 2018, they revealed it had sold over 2,000,000! 
(Why are they always putting out these big sales success reports right 
before Tax Day?) 

Listen, to start an indie studio with just five people and have your first 
game sell a million is already insane. But then doubling that? Only 14,749 
backers funded the Kickstarter campaign, you'll recall. That's less than 196 
of the total playerbase as of last April! "Kickstarter" is really right in this 
case — that relatively tiny number of early supporters got the ball rolling, 
but then literally millions more gamers beyond them saw the merit in the 
game and decided to put their money down too. 

Of course, repeat purchases are factored into that number — so like six 
or seven of those 2,000,000 units sold are just from me by myself. 


SHOVEL KNIGHT 64?! 


FOR A PLAYFUL break in the development cycle leading up to last April, 


Yacht Club Games decided 
world the new game they'd 


0 give in and give the Shovel Knight fans of the 
een asking for ever since the hero's first adven- 


ture debuted: Shovel Knight 64! 

. .. Wait, what's that? This game was developed by Yatch Club Games? 
And it's not for the Nintendo 64, but rather the Commodore 64 computer 
instead? Ah yes, a gaming platform that NF's young audience has no knowl- 
edge of whatsoever. That's perfect. 

OK, so this Shovel Knight 64 was Yacht Club's April Fools' Day gag for 
2018, but it reveals that the team is listening to what fans want — and with 
the entirety of Shovel Knight: Treasure Trove now so close to completion 
and release, speculation about what the studio's next project beyond it is 
going to be is set to ramp up wildly very, very soon. 


THE ULTIMATE REVEAL 


OK, NOW I know 1 already mentioned the reveal of Shovel Knight as an 
Assist Trophy in Super Smash Bros. Ultimate back in the King of Cameos 
article, and you'll see him show up again in the Smash review that's stil 
another several page flips away — but can we talk about how crazy the 
actual moment of the reveal was? 

The scene: a Nintendo Direct dedicated entirely to Smash, broadcast on 
August 8, 2018. The hype is kicked into gear early on with the reveal o 
Simon and Richter Belmont from Castlevania. Dark Samus and Chrom ge 
confirmed too, and things are really cooking when a new Assist Trophy 
segment sweeps їп... and suddenly, Shovel Knight is there. Out of holy- 
cow-is-this-really-real nowhere. And the very first thing he does is run 
across the screen, jump up into the air and perform a Shovel Drop straigh 
onto Villager's head. He's a child, Shovel Knight! He's only a boy! 


HIS KINGDOM COME 


FINALLY, HERE WE are now, at the dawn of 2019 and mere months away 
from the end of this long journey. King Knight is prepared to shoulder-rush 
his way into action after a wait of over half a decade. Even just the length of 
time since the last single-player campaign has been torturous! when it's all 
said and done, over two years will have gone by between the March 3, 2017 
debut of Specter of Torment and the April 9, 2019 release date for King of 
Cards. What's been going on in all that time? 

An extreme expansion of both sides of the King of Cards coin! Yacht Club 
has this trend that I’m sure you've picked up on by now: They kick off a 
project and have a manageable goal in mind, paired with a sensible target 
for a planned release not too far in the future. But then they get into each 
new game, have tons of new ideas and end up taking way longer to finish 
than they thought! At least the final products are always amazing! 


SHOVEL RUMBLE 


ANOTHER REASON WHY King of Cards didn't see the light of day sooner 
— when it seemed as good as finished nearly a year ago, based on impres- 
sions from journalists like our own Jonathan Holmes — is that Yacht Club 
wanted the grand finale of the Shovel Knight saga to be a double-header. So 
King Knight's adventure was held in stasis until work could also be com- 
pleted on the long-delayed "Battle Mode," now totally transformed into 
Shovel Knight Showdown! 

And truly, this seems like the perfect final note for the whole Shovel 
Knight story to go out on. Like the silly dance numbers that spontaneously 
break out at the end of so many animated childrens' movies, Showdown is 
a place for the whole cast of all the past adventures to come together and 
get goofy. They'll all bash, smash and slash each other for hours on end, 
then take a bow and say to 2,000,000 fans, "Thank you for playing." 


THE FINALE IN A BOX 


IT ALL COMES to an end on April 9, 2019. Where do you see yourself in five 
years? Back when Shovel Knight first launched on June 26, 2014, I played 
and loved every minute of it — but | surely didn't picture myself being so 
hyped to re-buy and re-play it all over again almost a full five years later. It 
won't quite be half of a decade between the first release and the last one, 
but it's very, very close. What a five years it's been. 

And even longer for the development team, of course! Development 
time, the Kickstarter campaign, brainstorming the idea to begin with and 
the whole business of leaving their jobs at WayForward behind to set out on 
their own and found Yacht Club Games in the first place means this whole 
journey will have taken closer to seven years for the men and women 
behind the scenes, making it happen. That's dedication, friends. That is true 
commitment. That's what makes a truly great game. 


TREASURE TROVES 


Yacht Club will mark the occasion of Shovel Knight’s finale with one las 
physical release: the Shovel Knight: Treasure Trove box you see above. In it, 
a tangible Switch cartridge that will grant you access to all five of the games 
they've created... all while still technically being one game all along. You'l 
get Shovel Knight’s heroic quest to defeat The Enchantress, Shovel of Hope. 
Plague Knight’s journey to find potion ingredients (and find love), Plague o 
Shadows. Specter Knight’s mission to recruit the members of the Order o 
No Quarter, Specter of Torment. King Knight’s all-new adventure to topple 
government leaders and crown himself in their stead, King of Cards. And 
the all-out multiplayer war between all of the heroes and villains we've me 
over the years, Showdown. The MSRP will be $39.99 for it. 

Or, if you’ve been with the Blue Burrower from the very 
beginning, $0.00. Because Yacht Club's still giving it all away 
for free to early adopters who downloaded Shovel Knight as 
far back as 2014. They’re the true heroes! 


FEATURES 
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DID YOU EVEN know Ken's last name 
is "Masters"? Some of you did. As for 
the rest of you: shame! 

Ves, Ken was one of the last to be 
revealed as a new Super Smash Bros. 
Ultimate fighter — one of the game's 
worst-kept secrets (or easiest guesses) 
given that he'd been rumored for so 
long. It just made sense to add him after 
Ryu's appearance in Smash Wii U/3DS, 
as it surely didn't require a whole lot of 
extra work on the development side to 
slightly tweak Ryu's kit and add a new 
Street Fighter representative to the 
roster at the same time. 

Ken has often been overlooked in 
favor of Ryu, and perhaps even Sakurai 
and his team are advancing that old 
reality by declaring Ken a second-rate 
"Echo Fighter" instead of a fully-fledged 
character. That said, there's more than 
enough here to elevate him from being 
called a "clone." First up, Ken is slightly 
quicker in terms of his movements, and 
his Tatsumaki Senpukyaku is upgraded 
with multiple hits compared to Ryu's (at 
the loss of some useful Hadoken keep- 
away projectile strength). He more than 
makes up for this give-and-take with his 
signature fiery Shoryuken and a 
whopping two Final Smashes that differ 
from Ryu's. 

For what it's worth, Ken looks much 
flashier than his counterpart and | hope 
players take to him — I'd love to see him 
played on the pro level! — CHRIS 
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INCINEROAR 


CAN YOU SMELL what the Incineroar 
is cooking? 

Finally . . . the Venusaur-beating, 
Maxim Tomato-eating, fire-blazing, ire- 
raising,  Lucario-stopping, Pikachu- 
dropping,  child-thrilling, Mewtwo- 
killing Heel Pokémon has come . . . to 
Super Smash Bros.! 

Make no mistake, because there's no 
two ways about it: This Alolan icon will 
stomp a mudhole in you and walk it dry, 
and he's got just the moves to do it. 
From dropkicks to double axe handles, 
you're in for a world of hurt if you 
decide to step into the ring with this 
beast incarnate — and even if you don't, 
he's ready to bring a part of his own ring 
with him so he can Irish whip you into 
the ropes, setting up for a clothesline or 
a back body drop. Or, if you happen to 
wander too close, he may just send you 
on a one-way trip to Suplex City! 

Other special moves Incineroar will 
use to layeth the smacketh down 
include his trademark spinning Darkest 
Lariat, a Cross Chop as his Up Special 
and a counterattack known simply as 
"Revenge" that will bring the pain to 
anyone who thinks they can go one- 
on-one with this great one. For a Final 
Smash, the Max Malicious Moonsault 
will send jabronis soaring before finish- 
ing with a ferocious splash. 

Incineroar is serving notice: Your 
time is up! His time is now. 

And that's the bottom line. — DAVID 


PIRANHA 
PLANT 


WELL, THAT'S IT then. Pack it up, 
everyone, and just head home — Super 
Smash Bros. roster speculation is dead 
now that Masahiro Sakurai has done 
this. A plant. An immobile, potted plant. 
Playable, as a full-on fighter. There is 
now no possible way to discredit or 
count out any future character idea. 
The next Smash fighter could be a box. 
Or a pencil. A puddle of water, maybe! 

I’m still in shock about the whole 
thing, but I'm equally thrilled to try out 
this eyeless, legless, hilarious abomina- 
tion. Piranha Plant will be added to the 
roster as a free DLC addition for early 
adopters who purchase Ultimate before 
January 31, 2019, and those players will 
get to enjoy an oddball brawler who has 
a moveset built on over three decades' 
worth of past Plant appearances. 

It can chomp with the same sharp 
teeth its species has used to bite Mario's 
backside since 1985. It can spit out spike 
balls like the Ptooies of Super Mario 
Bros. 3. It can poison its foes like the 
Putrid Piranhas of the Paper Mario 
series and use its Final Smash to 
summon the massive Petey Piranha, 
who once again wields the two cages he 
first held in Super Smash Bros. Brawl 
and can capture fighters inside them! 

For more on the Piranha Plant, flip 
over to Page 52 for a full Retro section 
Character Profile! — LUCAS 
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INTRODUCING JOKER 


SOME PEOPLE CALL him the space cowboy. 
Others call him the gangster of love. But one 
thing is for sure: when he stole an invitation to 
join the ranks of Nintendo's premier fighting 
elite, we never saw it coming. 

On a cold night in December, at The Game 


Awards 2018, in a sudden flash of red and 
white, the leader of the infamous Phantom 
Thieves of Hearts announced that he's on his 
way to battle with the best of the best in Super 
Smash Bros. Ultimate. Those who know and 
love him went bananas. Everyone else was left 
scratching their heads — before hitting up 
Google to discover more about this fashionable 
masked man. 

| imagine that's just how Joker would want it: 
bursting out of nowhere, dazzling the crowds, 
then disappearing into the night without a 
trace. That's Joker's style to a T. 

So who is this enigmatic newcomer? Many 
things, actually. For one, he's the star of 
Persona 5, the latest in Atlus' long- 

running series of turn-based RPGs. If 

you've played Tokyo Mirage Sessions &FE 
(reviewed in NF #22), the Wii U's ill-fated 
crossover between the Fire Emblem and 
Shin Megami Tensei worlds, then you're 
almost up to speed already. For all intents 
and purposes, that game was a part of the 
Persona franchise in everything but 
name. Like every other modern 
Persona title, it stars a group of 
young adults who discover the 

ability to fuse with powerful 

magical avatars (the titular 


Personas) as their lives flip-flop between teen 
drama in the real world and battling supernat- 
ural beasts in alternate dimensions. 

Persona 5 follows the same premise while 
taking the intensity and adult themes to the 
next level. It's tough to avoid spoiler territory, 
but it shouldn't ruin anything to tell you that 
Joker is among Atlus' most charming and 
complex protagonists. After being accused of a 
crime he didn't commit, he joins a group of 
fellow high school outsiders who set out to lay 
down their own brand of vigilante justice. He 
and the Phantom Thieves have the power to 
enter a reality that runs parallel to our own, 
where they can see into the souls of corrupt 
adults. They make it their mission to destroy 
the evil in the adults' hearts, freeing them from 
the darkness and leaving them to repent for 
their sins. Despite the physical and psychologi- 
cal danger that threatens them at every turn, 
the Phantom Thieves never yield in their 
struggle against the shadows. 

Joker may be quite the hero, but I bet most 
of you didn't see him as Smash Bros. material 
until now. He co-stars in Persona Q2: New 
Cinema Labyrinth, a 3DS dungeon crawler out 
now in Japan, but beyond that, his entire game 
biography is exclusive to Sony platforms. That 
makes him even more of a Smash outsider 
than Cloud! 

So why did Joker make the cut for Smash? 
Some think that it's because an enhanced port 
of Persona 5 must be on its way to Switch. That 
wouldn't be too surprising, given that Atlus and 
Nintendo worked so closely together on the 
aforementioned Tokyo Mirage Sessions #FE, 
but only time will tell. 

Still others see Joker's pending Smash Bros. 
debut as a sign from Nintendo about their 
larger DLC strategy for Ultimate: a new focus 
on tapping into new audiences. Persona 5 was 
purchased by over 2,000,000 people, many of 
whom are PlayStation loyalists. Now that 
Joker's set to join gaming's most exclusive 
insiders' club, might those Sony diehards 
consider switching to Switch? We'll have to wait 
and see, but regardless of what this means for 
the Big N's larger plans, rest assured that Joker 
will be a fantastic entry to the Smash Bros. 
pantheon. His Persona powers and unique per- 
sonality will make him a force to be reckoned 
with, guaranteed to take your heart and leave 
you wanting more! — JONATHAN © 
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Is there anything more satisfying than taking control of an elderly cartoon duck, 

` sending him sailing through the air, then having him extend his cane directly beneath 

POGO A GOGO himself to spring off the heads of enemies below and bounce back into the air again as 
P PAS if that cane were an eight-year-old child’s pogo stick? Not back in 1989. And not 25 

| years later in 2014, either, when Shovel Knight borrowed this signature trick from 
Scrooge McDuck! What else did he inherit from the NES era, | wonder... — LUCAS 


SHOVEL KNIGHT 


THEY SAY THAT imitation is the sin- 
cerest form of flattery. If that is indeed 
the case, does that mean the gameo- 
sphere is constructed nearly entirely 
of crystallized clusters of compli- 
ments, broken down into "you're the 
best," "no, you are" and other trace 
plaudits? As nice as that sentiment 
may be, it wasn't all that long ago 
when even the whiff of mimicry of 
some minor element of design would 
smear an entire game as creatively 
bankrupt, a pale facsimile of the real 
thing. 

However, now that the generation 
of gamers who cut their teeth on 
Mario, Zelda, Sonic and other trend- 
setting titans have grown up and 
started crafting digital delights of 
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their own, they've been expressing a 
clear intent to borrow from the 
legends of yesteryear and build upon 
their foundation. They'll even name- 
drop the heck out of high-profile titles 
in their Kickstarter campaigns — one 
part Metroid, two parts Contra, a dash 
of salt, bake in a preheated 350°F 
oven for 18 months (just a placeholder 
date!) — to attract players hankering 
for fresh takes on beloved formulas. 

If there's to be a poster child for 
this movement, Shovel Knight could 
handily fill the role. It's honestly no 
surprise that the developers at Yacht 
Club Games took a composite 
approach for their freshman project, 
considering how the outfit was 
founded by former members of 
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WayForward Technologies, creators of 
Shantae, Mighty Switch Force! and 
other retro-tastic wonders. Yacht Club 
Games head honcho Sean Velasco was 
himself an assistant director on Contra 
4 and lead director on Double Dragon: 
Neon, so the man knows a thing or 
two about recapturing the essence of 
the classics! 

Just above, up in the corner of this 
page, our chivalrous hero is perform- 
ing his signature Shovel Drop, a down- 
thrust attack that serves as the core of 
his design. The entire game was built 
around this basic gameplay mechanic, 
and we have Zelda 11: The Adventure of 
Link to thank for the influence, as con- 
firmed directly by Yacht Club. Despite 
this connection to the Hero of Hyrule, 
however, players are more liable to 
draw parallels with the miserly 
mallard of Duckburg, Scrooge McDuck. 
His walking cane, operated akin to a 
pogo stick in his NES adventures, is 
clearly the more apt precursor to 
Shovel Knight's Shovel Blade. 

Beyond their bounding battle and 
travel tactics, they also share a nearly 
unhealthy obsession with cold, hard 
riches — and not just any riches, but 
gemstones the size of watermelons! 
The two excavate every corner of the 
world in pursuit of these precious 
minerals, whether stashed within 
treasure chests, buried beneath 
rubble or floating implausibly in mid- 
air. So alike are are the Blue Burrower 
and the Plumed Profiteer that they 
were even matched against one 
another in ScrewAttack's Death Battle, 
an online video series that pairs fic- 
tional icons in an anything-goes fight 
to the finish! 

Looping back around to zelda II, 
just as Link traveled to various towns 
in search of assistance and relief, so 
too does Shovel Knight visit the 
nameless Village and Armor Outpost 
to mingle with the locals. Of course, 
the citizenry is a touch more eclectic 
than the usual band of elfish Hylians — 
there's a paper-consuming goat tacti- 
cian, a peacock with a taste for high 
fashion, a frog who fancies himself 
quite the comedian and other 
assorted anthropomorphs. (On a 
related note, since Shovel Knight is 
never seen without his helmet, 
couldn't he feasibly be a feathered 
member of Clan McDuck, or even — 


considering Scrooge's unnatural 
lifespan — Scrooge himself? But I 
digress!) 

When our champion of trowels is 
not harassing innocent townsfolk or 
looting the soil, he's gallivanting 
across a map reminiscent of the one 
everyone's favorite plumbing duo 
followed in Super Mario Bros. 3. 
Shovel Knight emulates the colorful 
presentation of Nintendo's 8-bit 
odyssey, peppering the land with 
bonus areas and roaming enemy 
encounters — though the Wandering 
Travelers offer more of a fight than 
the odd Hammer or Fire Bro ever 
could! 

Leaving the uplifting warmth of 
Mario's glow, we step into the cold 
embrace of Castlevania's shadow. 
Given Shovel Knight's medieval trap- 
pings, a lot of the environments reflect 
the kind of Gothic, old-world architec- 
ture that flavors Konami's monster 
bash of a franchise. Nowhere is this 
more apparent than in Specter 
Knight's Lich Yard, a derelict domain 
teeming with undead terrors. 
However, the most Castlevania-ish of 
enemies are the Sine Daggers found in 
Tinker Knight's Clockwork Tower — 
their wavelike trajectory is sure to 
trigger flashbacks to those annoying 
flying Medusa Heads! 

Less obvious is the connection to 
Castlevania's subweapons, to which 
Shovel Knight's Relics owe a debt of 
gratitude. According to Yacht Club, the 
Belmonts' monster-hunting repertoire 
was closely studied to better under- 
stand how to incorporate secondary 
weapons in such a manner that, 
though never required, allow for a 
multitude of offensive and defensive 
options to suit any individual's play- 
style. Just as the Axe and Cross sup- 
plemented the Vampire Killer, so too 
do the Flare Wand and Throwing 
Anchor offer advantages over the 
Shovel Blade. And thanks to the likes 
of the Mobile Gear and Propeller 
Dagger, our azure paladin can even 
circumnavigate tricky ordeals in ways 


that would make even Simon envious! 

But of all the old-school pillars that 
Shovel Knight mirrors, none are 
reflected more saliently than Mega 
Man. The 0rder of No Quarter, eight 
quirky bosses lording over appropri- 
ately themed domains? Swap "Knight" 
from their names with "Man" and 
you've got yourself a set of Robot 
Masters! Relics that bestow abilities 
attuned to the stages in which they 
reside? They may be hidden rather 
than obtained after beating a boss, 
but they're nonetheless in line with 
Rock's Special Weapons! (Even the 
"Blue Burrower" moniker is an obvious 
riff on "Blue Bomber"!) 

Digging beneath the surface simi- 
larities, stage construction adheres to 
the same design template employed 
by every Mega Man installment — 
namely in regards to introducing 
unique gimmicks in safe isolation 
before ramping up the difficulty with 
additional hazards later on. Early in 
Polar Knight's Stranded Ship, for 
example, you fall down into a room 
blanketed with spikes, but rather than 
meet your end, you instead knock 


loose some snow clinging to the wall, 
thereby covering the icy protrusions 
and creating safe flooring. By the end 
of the stage, you're racing across a 
spiky expanse, scattering snow clumps 
all while avoiding swooping Icedrakes 
and projectile-firing Frost Wizzems. 
Many games fail to offer adequate 
opportunities to observe and practice 
new obstacles before removing the 
training wheels, but Capcom's jump-’n- 
shoot series pulls it off with ease, pro- 
viding a tough yet fair challenge from 
start to finish. It's a lesson that Yacht 
Club took heart, giving birth to a 2D 
baby that carries a strand of Super 
Fighting Robot DNA. (No wonder they 
tapped Manami Matsumae as a guest 
composer! A Mega masterpiece 
deserves the original Mega maestro!) 
That essentially covers Shovel of 
Hope, the main Shovel Knight adven- 
ture. But what about the three addi- 
tional campaigns that each star a 
different knight from the Order of No 
Quarter? These substitute protago- 
nists sport wild new playstyles worlds 
apart from the Sultan of Spades, so 
it's only natural that their connections 


to the past branch off along alternate 
tangents as well. 

In Specter of Torment, Specter 
Knight runs up and springs off walls to 
reach higher ground, somewhat remi- 
niscent of Batman in the NES game 
based on the 1989 Tim Burton film. 
There's also a shade of Mega Man X as 
well — a link made even more pro- 
nounced via a cheat code that alters 
Specter Knight's wall-jumping to 
directly mimic X's. In the upcoming 
King of Cards, King Knight will be able 
to perform a shoulder bash taken 
right out of the Wario Land playbook — 
except King Knight follows up his suc- 
cessful impacts with fanciful mid-air 
pirouettes! 

Oddly enough, Plague of Shadows 
doesn't appear to be modeled after 
any particular retro classic. With his 
complex bomb propulsion techniques, 
Plague Knight is a self-made man, 
unencumbered by the legacies of the 
old guard. What his uniqueness proves 
is that the Yacht Club team indeed has 
the skills to pay the bills. So then... 
why the need to hew so closely to 
gaming's greats in the first place? 


As mentioned at the outset, the 
current crop of game developers, 
especially those in the indie space, 
have made no secret about what child- 
hood favorites directly shaped their 
own projects. It's nearly impossible to 
avoid taking cues from others within 
any medium, but while some only 
make vague acknowledgments, others 
like Velasco and company fully 
embrace the spirit of the tribute. Is it 
because they don't possess the talent 
to craft their own ideas? Heavens, no! 
They understand that gaming as a 
whole is supported by a bevy of 
chains, and they wish to strengthen 
that support by adding their own links. 

Shovel Knight draws inspiration 
from a variety of sources, and the 
result is a beautiful medley much 
greater than the sum of its parts. And 
who knows! Perhaps one day, years 
from now, a hungry young band of 
coders will set off on their own game 
development journey, and their spark 
of inspiration will be the tale of a 
gold-digging chevalier who wields a 
common gardening tool as deftly as 
the sharpest of swords! — TONY 
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CHARACTER PROFILE 


You thought you were safe. You thought that, if you kept your distance 
from those Warp Pipes they call home, they wouldn't be able to reach 
you. But you thought wrong! After 33 years of biding their time and 


lulling us all into a false sense of security, the Plants have unveiled their FIRST APPEARANCE 


new evolution - they can run, jump and smash with the best of them! SUPER MARIO BROS. 
(1985) 
Piranha Plants debuted in the very They nipped at Mario's heels for Mainstream stardom! A singular Piranha Plants have no eyes, making 
first Super Mario Bros. game, giving years, growing more powerful over Plant named Izzy cohosts the it difficult to read their emotions. But 
them some serious seniority! time. Look at the size of this one! Play Nintendo show on YouTube! just look at this jolly little flower of 


power! That's pure, innocent glee. 
And why not? It's a huge achievement 
to make it into the Smash cast! 


<= In a roster of over 70 different 


fighters, Piranha Plant manages to 

After a decade of constant biting, the Years later, some kind of curse must Finally getting a turn out on the stand out as a true individual. | can't 

Plants just wanted a nap. But no, have befallen the foul flora. How did tracks of Mario Kart isn't so great wait to see Smash pros master this 
Mario had to rudely wake them! they end up with bones, exactly? when you're only an item. wild weed and use it to win! 
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At first, Piranha Plants were an entirely But with each new appearance and every Now, with a whole third of a century of game history established, 


stationary hazard — they could even be passing year, the greater Piranha Plant Piranha Plants have tried to chomp, pierce or poison Mario in so 
prevented from popping up if Mario stood family grew and grew, coming up with many different ways that it must have been simple to craft a 
right next to their pipes. new tricks and attacks every time. Smash moveset , . . even though they're still potted plants! 
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I'm just a little bit addicted to watching YouTube reaction videos ጨጩ 
in the wake of Nintendo Direct presentations, and the shock and === 

surprise conveyed (loudly) time and time again as YouTubers 

witnessed the Piranha Plant reveal trailer was gloriously hilarious. as 
There was one problem, though — too many people were calling === 
this character "Petey"! No, no, no. That Isle Delfino sun has baked ——s— 


that name too deeply into the young minds out there. Petey 
Piranha is a separate character, and he actually does appear as a 
summoned warrior during Piranha Plant's Final Smash attack, but 
notall Piranha Plants are Petey. Petey debuted in 2002 in Super 
Mario Sunshine and has had a fine career of his own, but you've 
got to give the common Piranha Plant its due and its full credit of 
over 33 years of appearances! It's one of the oldest characters in 


Smash now, tied with Bowser and Princess Peach! 
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What Nintendo Power was writing about way back when. 


AS WAS TRADITION at the time, those who sub- 
scribed to Nintendo Power magazine (thus making 
them Super Power Club members) would receive a 
deluxe bonus issue at the start of each year. For 
Issue #56 in January of 1994, this meant an extra 
metallic cover featuring an embossed image of this 
issue's main attraction: Mega Man X, who could be 
seen shifting from his normal form to the fully 
upgraded Maverick Hunter he would be by the end 
of the game. 

Tying in with the theme of the cover, SPC 
members also received one of three sets of six 
Mega Man X pogs (a.k.a. "milk caps"). A true sign of 
the times, these fad collectibles were made all the 
more special by the fact that there was virtually 
nothing available in terms of Mega Man merchan- 
dise at the time (unless you lived in Japan, of 
course). Of course, gaining a full set proved difficult 
— unless you knew other subscribers who were 
willing to part with theirs! 

Other members-only content included a Super 
Nintendo Entertainment System Power Index of 
every game released or announced through the 
first half of 1994, a magic eye puzzle (called "stare- 
eo-grams" here) contest, the top games across each 
platform for 1993, a feature all about the sound 
capabilities of the Super NES (with the top 20 Super 
NES soundtracks) and a 1994 preview of upcoming 
titles (featuring Ken Griffey Jr. Presents Major 
League Baseball, Wario Land and Super Metroid). 

Elsewhere in the issue, a special feature was pre- 
sented about games that could be found "Only in 
Japan." In addition to games about the U.S. 
Presidential election and a game maker, there were 
several titles and series that would show their faces 
in one way or another on these shores in the 
coming years, such as Mother, Fire Emblem, Dragon 
Ball Z, Dragon Quest (a.k.a. Warrior) V and Final 
Fantasy ||, || and V. 

In comics, Nester had taken his leave (though it 


wouldn't be the last we saw of him), and filling in 
for the now-concluded Star Fox strip was a special 
Mario vs. Wario one-shot. Player's Poll winners got 
to go off-road at the Baja 500 with Ivan "Ironman" 
Stewart, the reigning Baja 1000 champ. 

For February 1994's Issue #57, Bugs Bunny went 
on a Rabbit Rampage across the cover, where the 
promise of a new comic series was made: Metroid! 
Or Super Metroid, to be exact. Not only did the 
serial go on to contribute some significant lore to 
that universe, but a note from Editor-in-Chief Gail 
Tilden revealed that Star Wars' Princess Leia and 
Ripley from Aliens were influences for her facial 
features (though nothing about why she has purple 
hair here. Gravity shampoo?). Further hyping the 
16-bit coming of Samus was one side of this issue's 
poster, shared with Inspector Gadget on the other. 

The world of 1994 is very different from our 
world today, where smartphones provide so many 
uses. But if you were going on a trip, you would 
probably hope to find yourself on a plane, cruise 
ship or in a hotel featuring the Nintendo Gateway 
System. Then movies, shopping and a number of 
Super NES games would all be at your fingertips 
while away from home! 

Another feature really S.M.A.R.T.S. — covering 
the Super Mario All-Stars Report Team, that is. This 
group of young individuals, sponsored by NOA, 
brought issues they were concerned with before 
lawmakers in Washington, D.C., including President 
Bill Clinton and Vice President Al Gore. 

Player's Poll winners for this month's contest 
received an NBA Jam prize package, consisting of 
the arcade game, a Huffy Sports Cyclone Portable 
Basketball System, an Apex One NBA jacket for 
their choice of team and — if all that weren't 
enough — NBA Jam for the Super NES. 

Finally, Nintendo partnered with Kellogg's for a 
number of great offers for trading cards, Star Fox 
caps and more! — DAVID 
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Whether you have the original Super Power Club trade paperback of Super Mario Adventures or the recent Viz 
reprint, one sad fact remains: You still don't have the whole collection. After the comic's run had seemingly 
ended, Nintendo Power produced one more eight-page story in the January 1994 issue that continued Mario 
and Wario's rivalry, now with the affection of Princess Peach (a.k.a Toadstool) as the prize. In order to best 
their rival, both attempt to obtain the prize the Princess has her royal eye on: a Samus Aran plush doll! 
However, things don't go as planned for either mustachioed mischief maker, and in the end, they both find 
themselves green with envy toward the real winner. In spite of its absence from collected volumes, fans have 
shared the comic online over the years — making 25 years' worth of fans of the chibi-style Samus plush at the 
center of it all in the process! (Don't you just want to cuddle up with that itty-bitty bounty hunter?) 
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ARLO'S HEADCANON 


A SMASHING CHRISTMAS GIFT 


LINK PACED AROUND his small, one-room treehouse, his hands There was an awkward moment when Link just didn't know 
clasped behind his back, his brow furrowed, his eyes on the floor. His boots what to say, and that flat little face only stared up at him. 
thunked on the wood with each step, and the rhythmic sound was an uncom- Then everyone started to open their presents, and Link watched. 
fortable reminder that the clock was ticking fast. He stopped for a moment to First Luigi opened a box from Wario. It was a bomb — and it immediately 
look out the window, and breathed a heavy sigh when he noticed that the sun blew up in Luigi's face. Luigi was knocked back onto the ground, his hat 
was close to the horizon. Over the trees he could just see the glow of the big and mustache singed and his face covered in soot, and Wario barked an evil 
Christmas tree in the plaza. In just a few hours he and all of his friends would laugh. Then Captain Olimar handed a teeny-tiny package up to Fox. Fox 
be gathering there to exchange their "Secret Santa" gifts. And he had yet to opened it up and took out a bottle cap. Olimar beamed as though he were 
pick a gift for his recipient. giving the finest gift ever, but Fox stared at the cap with clear distaste. Link 
He reached into his pocket and pulled out the little slip of paper he had spotted Zelda opening up a present from Samus. It was some sort of adorable 
drawn from a hat a few weeks prior. Printed in neat letters was the name alien creature, and Zelda made a happy noise and went to touch it. Suddenly 
Mr. Game & Watch. spikes erupted from its hide and it electrocuted her. Samus tried to pull it 
Link sighed again and continued pacing. Out of everyone he knew, Mr. away, but it attacked her as well. Then Jigglypuff opened a long box while 
Game & Watch was the hardest to understand. Link had at least a vague idea Ganondorf watched. Her present was an enormous, ornate demon sword that 
of what he would get his other friends. They had interests, they had their own was glowing with black energy. She looked horrified, and Ganondorf clapped 
tastes. But Mr. Game & Watch, he was... well, what even was Mr. Game & her on the back with an evil and very unnerving laugh. 
Watch? He didn't even have a face! Then Yoshi watched as King Dedede unwrapped a giant egg. He gave i 
For perhaps the dozenth time Link walked up to the piece of paper pinned disappointed grimace, though that grimace was soon replaced with a devio 
to the wall. Each Secret Santa participant had written a wishlist, and Link had smirk. He eyed Kirby, who was about to open a bag from Peach, and chuc 
taken home Mr. Game & Watch's. He read down the list... the egg at the little puffball. It sailed over Kirby's head and instead 
Charizard with a splat. Charizard immediately shot a Fire Blast back 
BEEBOOP Dedede, but an insulted Yoshi tackled the king to the ground, and the flam 
BEEP flew past and grazed the Inkling Girl. Mewtwo had been contemplating t 
RIDIDIDIDIDI giant, poofy shoes she had gotten him, and the blast caused her to discha 
BOOPADOOP a glob of blue ink right in his face. He responded with a beam attack and Li 
SCREEET couldn't even tell who it hit, because by then everything was chaos. 
BIP Angry shouts and cries of pain and evil laughter filled the plaza. Samus ar 
Zelda continued to fight the alien, which was now latched onto Marth's fa 
It went on like that all the way down the page and halfway down the back and draining his energy. Ganondorf cheered as Jigglypuff floated through t 
as well. Link gave a frustrated groan as he pulled the list down and tore it to air clutching the demon sword, her face slack and her eyes black. Severa 
pieces. Then, dejected, he decided to head to town. people were on fire for some reason. 
When he arrived he figured we would have one last look around the shops, Something hit Link from behind and he fell to the ground. He started to 
for whatever good it would do him. Soon he was moving through dozens of pick himself up, but stopped short. Growing out of a crack in the stone ground 
outdoor shops, hoping beyond hope that the perfect item would suddenly was a little yellow flower. After contemplating it a moment he picked it, then 
reveal itself to him. stood up. Mr. Game & Watch was still looking at him expectantly. So Link held 
A Toad merchant was selling mushrooms. Did Mr. Game & Watch even eat? out the flower with a forced smile and a shrug. 
Tom Nook was selling festive furniture. Did featureless little two-dimensional r. Game & Watch made an excited beep noise. He grabbed the flower and 
men practice feng shui? A Hylian man was selling scarves. Could Mr. Game & placed it where his ear might have been (if he had one). He went to the 
Watch get cold? He didn't even seem to wear clothes at all. unless you counted Christmas tree and stood proudly in front of a large, shiny ornament, clearly 
hat scuba helmet. But was that a part of his body, ог... checking out how it looked on him in the reflection. Then he beep-waddled 
Link looked up and spotted Mr. Game & Watch way across the plaza. over to Link and gave him a big hug. 
Everyone else was bustling around — shopping, talking, having fun. But Mr. Link was shocked for a moment... but slowly a smile stretched across his 
Game & Watch was just sitting next to a lamppost. face and he hugged the little man back. 
In the shape of a giant octopus. Amid the chaos, a blackened and woozy Luigi wobbled up to Link and 
Link slumped his shoulders and gave up. The sun was down; everyone handed him a box before falling to the ground with a thud. Link opened it and 
would be gathering at the big Christmas tree soon. He headed slowly in its found a brand-new green cap. He excitedly showed it to Mr. Game & Watch 
direction, trying to think of what he would say to Mr. Game & Watch. before removing his tattered old cap and replacing it with the new one. Then 
The big tree cast a gorgeous glow over the plaza. Dozens of Link's friends they patted each others' backs and stared up at the big tree, suddenly 
were grouped beside it, and the air was thick with excitement. Link was unaware of the craziness behind them. 
ast person to show up, and once he did, everyone started 
anding presents to each other. Packages, boxes and bags 
re exchanged with big smiles, and his heart sank when he 
r. Game & Watch hand a present to Bowser. Then the 
little man looked around, clearly wondering where 
his own present was. Link walked up to him and 
they locked eyes (or the Mr. Game & Watch 
equivalent of locking eyes). 
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NF: How has your studio changed 
since NF's last Shovel Knight cover 
story five years ago? 

We have windows now! I can see 
the sun and the outside world! There 
are a few new members of the Yacht 
Club crew across the board in all spe- 
cialities, but we're still on the small 
side at just over a dozen people in 
total. We all still endlessly think about 
our games around the clock, but I 
hope everyone now feels they have 
the ability to step back and take 
breaks along the way too. 


What are some of the biggest sur- 
prises, good and bad, that you've 
experienced as a team together? 

| was pretty surprised when 
Mega Man's Manami Matsumae 
offered to write music for our game. | 
was really surprised when we won at 
The Game Awards in 2014. | was very 
surprised when we were the first 
amiibo produced by a third party. (I 
thought they'd have a dozen others 
with our announcement.) I'm still sur- 
prised at the amount of people that 
recognize and make comments about 
my Shovel Knight T-shirt. But | might 
be the most surprised that we are still 
working on Shovel Knight's stretch 
goal content in 2019! 


Does independent game develop- 
ment feel the same now that you 
have a multi-million seller on your 
hands? You have more power now, 
but ፤ imagine there is also more 
pressure to live up to your audience's 
expectations. 

We try not to think about that 
during development — instead we try 


to let our own impulses guide us. 
That's how the authentic and weird 
stuff gets made in the first place, 
right? We just hope that people 
continue to enjoy what we're putting 
out. 

It is truly amazing to continue 
building on a game we know millions 
of fans have enjoyed. The pressure 
from our end hasn't changed much. 
Since the beginning we were building 
a game based on the expectations 
from our Kickstarter. In the end, every 
day we have to continue upping our 
own quality bar and build every game 
better than the last. We're our own 
biggest source of pressure! 


When you first started, your team 
appeared to be driven by excitement. 
That energy really came across in 
Shovel of Hope, while Plague of 
Shadows and Specter of Torment 
explored more complicated emo- 
tional experiences like shame and 
self-sacrifice. In terms of tone, how 
would you describe King of Cards and 
Shovel Knight Showdown, and what 
do they say about where Yacht Club 
Games is today? 

We actually planned on 
including a card game in King of Cards 
since before work on Plague of 
Shadows even began! We always 
planned for King of Cards to be the 
wildest and silliest of all the cam- 
paigns. Including a card game would 
just cement it as a campaign totally 
outside of players' expectations. We 
hope players will find a lot of laughs in 
this newest campaign, worthy of the 
gilded goon. 

Shovel Knight Showdown's tone can 
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best be encapsulated by all the 
playable characters being transform- 
able into fairies. It makes you wonder 
if all the characters are actually truly 
fairies! 

King Knight's adventure seems 
like fun and games at first, but its 
themes actually get quite dark. King 
Knight is just such a self-aggrandizing 
buffoon. Sometimes his narcissism is a 
little scary. But it's hard to stay serious 
when the proceedings are so wacky. 


King of Cards is both an action plat- 
former and an engrossing competi- 
tive card game, while Showdown 
allows players to play as nearly every 
boss ever seen in the great Shovel 
Knight rogues gallery. What was your 
plan in terms of scope and design 
between these two games, and how 
have those plans changed through- 
out development? 

In terms of the scope, like 
usual we blew them both up, way 
beyond our initial design. King of 
Cards started as a small set of short, 
bite-sized stages, but now the game 
has over 30 meaty Mario World-esque 
courses, tons of new bosses, new 
music and so much more. And Joustus 
(the card game included inside King of 
Cards) started as the simplest zero- 
sum game, but now is a massive expe- 
rience on its own, with over a hundred 
cards to collect and master. 

For Showdown, we originally 
imagined a pared-down, almost mini- 
game-style addendum to Shovel 
Knight. Something like Super Mario 
Bros. 3's versus game, where you 
would battle a few times and then you 
had seen everything. Shovel Knight 


Showdown is much larger now, with 
tons of modes, polish, challenges and 
options. It seemed like there was a lot 
of room to create something unique 
with a game that combined platform- 
ing with combat — something simpler 
and more frenetic than a fighting 
game, but more interesting and deep 
than a no-frills party game. We hope 
that Shovel Knight Showdown will 
have that Kirby-esque feeling of 
bursting at the seams with content to 
explore, and that it can be played 
more endlessly than even the Shovel 
Knight games that preceded it. 


Shovel Knight Showdown is the final 
chapter in the Shovel Knight: 
Treasure Trove saga, bringing all our 
Yacht Club favorites under one roof 
for one last big going-away party. 
How long have you been working on 
it, and how have you made sure it 
differs from other four-player party 
fighters like Super Smash Bros. 
Ultimate (where Shovel Knight is an 
Assist Trophy) and Rivals of Aether 
(where Shovel Knight is a fully 
playable character)? 

We've been pecking away at 
Shovel Knight Showdown for more 
than four years!! If you're an experi- 
enced shoveler jumping in to Shovel 
Knight Showdown, it will immediately 
feel familiar. We took great pains to 
ensure that our heroes look and play 
similarly to the way they do in their 
respective campaigns. So get ready to 
Shovel Drop as Shovel Knight, Dash 
Slash as Specter Knight and Bomb 
Burst as Plague Knight. They should 
feel the same! Many of your favorite 
items and hazards from Shovel Knight 
will also be making a return, so 
players will feel right at home 
gobbling turkeys from platters and 
digging through dirt blocks. 

Shovel Knight Showdown really 
feels like a party game where anyone 
can jump in and jump out. The 
movesets for each character are much 
smaller than usual fighters, making it 
easy for everyone to master character 
controls quickly and focus on the 
action. There's a lot of subtle depth in 
the combat, which, combined with the 
complex, diverse stages, makes the 
game hard to put down! 

When you finally play it, don't 
forget to try Roulette Mode! It's an 
unpredictable mode that'll quickly 
launch you into extremely varied 
battles with a catered selection of 
stages, items, match types, teams, 
cheats and other fun options. Each 
battle has been carefully designed by 
our team to maximize the fun for 
those looking for a party. 


Being the first (and still only) indie 
studio to put out an amiibo must not 
have been easy, and yet, you're 
coming back for more. What are the 
pros and cons of producing not one, 
not two, but three new amiibo 
figures for 2019? 

Seeing our characters fully 
realized as a three-inch thing that 
does stuff in games is so cool! It helps 
to justify all the effort that goes into 
making both the physical toy and the 
digital content that goes along with it. 
Making the amiibo has always been a 
surprising amount of work. The first 
amiibo was a long process to produce 
(took about a year) and this set of 
three has been just as long (if not 
longer). Even with the experience we 
gained from making the first one, 
there's a ton of back and forth that 
needs to happen and a surprising 
amount of changing minute details. I 
have no idea how Nintendo is able to 
produce so many of them for Smash! 


Back in our 2014 interview for NF #7, 
you said that after working on Shovel 
Knight for two years straight, you 
may want to take a break from the 
property for a little while. Five years 
later and you're still cracking away 
on the last pieces of the game! How 
does it feel to be in the final stretch 
of Shovel Knight's long road to com- 
pletion? 

In the initial Kickstarter pitch, 
we said we'd be done in September 
2013! Not having worked on a project 
for longer than a year before Shovel 
Knight, this dev cycle has definitely 
been a lot more than | thought I'd be 
comfortable with. The way that we've 
battled the malaise of working on the 
same project over the past five years 
(it'll be six when it's all said and done!) 
has been to approach each new title 
as a fully realized sequel, one-upping 
he previous game in the process. This 
may have not been the most efficient 
approach, but it let us satisfy our 
desire to try new gameplay ideas and 
horoughly expand the world of Shovel 
Knight. I'm sure that if we continued 
and made all the campaigns for all the 
Knights (Treasure of the Deep, 
Propeller of Opulence, Tinker of . . . 
Torment . , . etc.), we would be milking 
Shovel Knight for 30 more years. That 
can't happen. I'm sure Shovel Knight 
will always be a part of my day-to-day 
life, but I’m looking forward to doing 
something totally new. 

| don’t believe that there will 
ever be a day when | don’t have to 
think about the design of Shovel 
Knight. After this is done, I’m sure 
we'll jump right into working on 


Shovel Knight: Treasure Trove: 
Hand-Drawn HD Remix. Pre-order 
now. 


I know you don't like to play favor- 
ites, but now that so many other 
developers have taken a crack at 
Shovel Knight, which of his many 
crossovers has blown you away the 
most? 

| still can't get over Shovel 
Knight joining the Rivals of Aether 
roster! The platform fighter genre has 
set a high bar for unique character 
playstyles, thoughtful nods to source 
games and small technical details, and 
S.K. in Aether delivers on it all in 
spades! Their development team really 
went all out, not only drawing inspira- 
tion from Relics and shovel swings but 
also a slew of moves previously only 
seen in the Shovel Knight amiibo 
"Custom Knight" mode. You even 
collect money and summon Chester to 
purchase new items and armors right 
in the match! It was delightful to see 
the amount of love put into the char- 
acter at both an animation and 
mechanic level. We've been sparring 
more and more here at the office, but 
I think I’m still the worst online S.K. 
out there. 

Although Shovel Knight is now 
an Assist Trophy in Smash, I still have 
that little thought in my mind... "But 
what about Shovel Knight and 
Bubsy?". And sometimes, that thought 
still lingers. 


You've also published physical 
releases of your game on all major 
consoles, had a book published 
about your studio, added several of 


your characters to a physical card 
game, released soundtracks on vinyl 
and even wrote your own selection of 
official Shovel Knight Mad-Libs. If 
you were to go back in time and tell 
yourselves from five years ago that 
this was in your immediate future, 
how do you think that conversation 
would go? 

My reaction would be a mix of 
equal parts disbelief, horror, excite- 
ment and that feeling you get right 
before peaking the crest at the top of 
a rollercoaster. I'm still constantly sur- 
prised when I survey all that's 
happened in the past six years that 
have taken us from a small internal 
team working for a different company 
to an established studio whose first 
product has amiibos and shirts 
and plushies and inclusion 
in the new Smash Bros.!! 


If you could choose 
any Nintendo 
franchise to work 
with, which one 
would you choose, 
and why? 

Rusty’s Real 
Deal Baseball. | can’t 
believe he isn’t a 
playable fighter in 
Smash! Other than 
that, I'd just love to 
hear what Nintendo 
would think we 
could do a good job 
on. I'd like to help 
them in whatever 
way we could! 


Finally, if you could have any super- 
power, what would it be and why? 


Mach speed! Useful for lofty 


superhero stuff all the way down to 
mundane everyday tasks. | would burn 
through a lot of keyboards and 
sneakers though. 


| feel like | need to get a 


handle on the 


regular 
powers I 
already 


have. 
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The Ultimate Crossover 


I DON'T KNOW how they'll ever top 
this. 

The localization team made the 
right call with the name of this latest 
Super Smash Bros. sequel. Over in 
Japan, it's called "Super Smash Bros. 
Special" — which is nice, | suppose. 
Kind of friendly. But it doesn't come 
close to capturing the actual essence 
of what this game is! Every past 
fighter back in the roster. A dozen new 
contenders above and beyond that. 
Over 100 stages, somewhere north of 
900 different songs, countless Spirits 
to encounter along the way . . . so, no. 


NINTENDO 
NINTENDO, SORA 
& BANDAI NAMCO E10+ 


"Special" isn't good enough. The 
ultimate Smash Bros. game is rightly 
called Super Smash Bros. ultimate. 
We're right on the verge of the 20th 
anniversary of this series — the first 
Super Smash Bros. for the Nintendo 
64 went on sale in Japan on January 
21, 1999. And what an evolution this 
series has seen in the two decades 
since! That first game was happy-go- 
lucky fun — a goofy multiplayer video 
game take on King of the Hill, with 
colorful Nintendo icons rendered in 
chunky, blocky polygons all bopping 
and bashing each other off floating 
platforms in the sky. The gameplay 
was good, but the real draw was the 
sight of 10 different Nintendo brands' 
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iconic characters all crossing over into 
the same world for the first time — 
and then proceeding to beat the snot 
out of each other. 

Now, 20 years and several sequels 
later, Super Smash Bros. has evolved 
so far beyond that origin point that it's 
become one of the most iconic brands 
in all of video gaming, and the peak of 
the Nintendo fandom experience. This 
is the flagship series, because it brings 
together every other flagship series 
into one place! In that way, one appeal 
of ultimate remains the same as the 
original: seeing all these different 
heroes and villains all crossing over. 

But over these past two decades, 
the Smash Bros. gameplay has been so 


developed and so refined that it, too, 
has become a point of primary appeal 
arguing in favor of a purchase. There's 
a whole world of fans out there who 
will want to play this sequel because 
it's the nexus of Nintendo gaming and 
it's got more playable characters from 
more different franchises than ever 
before, but there's a whole other 
world of other fans out there who 
really couldn't care less where each 
different character came from — they 
just want to know which one is the 
most viable competitively, and they 
want to be able to practice that char- 
acter for hours, days, weeks and 
months on end to achieve total 
mastery of their "main" and then seek 
success in the tournament scene. (A 
scene that didn't exist back in 1999.) 

So Super Smash Bros. Ultimate has 
a two-fold task set before it: pleasing 
the happy-go-lucky fans and the 
hardcore competitors too. For Fun and 
For Glory. So how does it fare? 
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THE COMPLETE BASE ROSTER 


Everyone is Here! What a sight this is to see. Who could have ever imagined, 20 years ago, that Super Smash Bros. would grow this large, and cast this wide 
of a net? | remember playing the first game and loving the fact that there were four different unlockable characters that brought the total number up to 12. 
| remember being blown away just a couple of years later when Super Smash Bros. Melee more than doubled that total to 25 — | couldn’t wait to know who 
the newcomers were that time and made whatever connections I could with the "insiders" of 2001 to learn that two of the new fighters were Marth and 
Roy. Huh? I didn't even know who they were, but I was still hyped! Now, 74 unique options. | feel like Cranky Kong, sitting in my rocking chair, yelling at 
young kids: "Back in my day, you felt lucky when you unlocked Luigi! And there was no such thing as Side Specials! Final Smashes? Ha!" | may yet become 
such a crotchety old coot in the not-too-distant future, but for now, hear more genuinely from me: Appreciate this. A roster of this size is incredible. 
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Let’s tackle the "Fun" side first, as 
I've already praised the game for 
living up to its Ultimate name. For 
those wanting variety and/or sheer 
size in their playable fighting game 
rosters, it's hard to imagine being dis- 
appointed by the insane selection 
here. Yes, there are disappointments 
due to a few omissions — we did a 
whole issue inspired by the backlash 
from fans lamenting Waluigi’s contin- 
ued status of only being an Assist 
Trophy, after all — but Mr. Sakurai and 
his team really have managed to cover 
99% of the different bases here. There 
are fighters with unique, gimmicky 
movesets and signature mechanics all 
their own. There are the basic 
brawlers that any newcomer can pick 
up with ease to learn how to play the 
game. There are fan-favorite, super 
popular picks from major brand name 
franchises right alongside totally 
obscure selections whose inclusion 
forces players to deepen their knowl- 
edge of Nintendo history just to 
understand who it is that they're 
trying to punch in the jaw. Over 70 dif- 
ferent characters to choose from! 

Though, not all at first. Perhaps 
feeling that players might be over- 
whelmed by a character selection 


screen with six dozen different choices 
available, the Sakurai squad made the 
call to lock down the vast majority of 
them at your first power-on of the 
game. So, to begin with, you're given 
the same starting roster we N64 fans 
got 20 years ago: the starting eight of 
Mario, Donkey Kong, Link, Samus, Fox, 
Yoshi, Kirby and Pikachu. You can 
jump into playing multiplayer battles 
with that set of superstars and a new 
fighter will appear with the classic 
"Challenger Approaching" screen and 
siren noise after every few matches. 
The winner of the preceding bout will 
be the one tasked to defeat the new 
foe, and if they succeed, that fighter 
will join the playable roster. 

Another method for unlocking 
characters is completing Classic Mode 
multiple times. Though that seems like 
a tedious proposition at first, it turns 
out to be breezy, varied fun. Every dif- 
ferent character gets their own path of 
half a dozen battles in Classic Mode, 
and they've always got a funny theme 
that matches some facet of the chosen 
fighter’s personality. For example, 
Kirby faces a gauntlet of food-based 
battles against all the other characters 
who are known as ravenous eaters, 
and there’s food on the floor at the 
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beginning of every battle. Richter, as 
Simon's Echo Fighter, goes on a quest 
to prove he's the greatest of all the 
Smash Echo Fighters, so his path sets 
him against Daisy, Dark Samus, etc. 
Donkey Kong goes on a road trip to 
get to New Donk City, with Diddy 
tagging along as a co-op helper — his 
journey ends atop the skyscraping City 
Hall once there, winking back at his 
origins as kind of a rip-off of King 
Kong. 

As with every new release from 
Nintendo, there's a lightning rod of 
controversy and complaint in the 
fandom surrounding one specific 
element in Super Smash Bros. 
Ultimate, and this need to unlock over 
60 of the fighters is it this time. Fans 
are torn on whether it was the right 
judgment call to make, with some 
feeling strongly that the full roster 
should have just been available right 
from the start. | can see where those 
people are coming from, and I defi- 
nitely felt a bit of frustration myself 
when I lost a couple of Challenger 
Approaching matches and so had to 
wait longer to be able to try again at 
unlocking those characters. But, in the 
end, I like things the way they are. 
That siren sound is iconic and fun, and 


HING 


it gets my blood pumping every time — 
even knowing the identities of all the 
challengers ahead of time. | unlocked 
about half the roster myself in my first 
few days with the game, but then had 
more fun filling out further spots 
when some friends came over for an 
afternoon of couch multiplayer Smash. 
Whoever won each round had to step 
up and be the hero if a new fighter 
appeared! And sometimes they'd win, 
and we'd cheer. And sometimes they'd 
lose, and we'd laugh. 

One friend, who shall remain 
nameless here, lost to Pichu. Twice. 

I wouldn't trade that afternoon of 
hilarity for the convenience of Day 1 
full roster availability, so having to 
unlock characters is no negative knock 
against Ultimate in my book. 

Now, the character quantity is the 
biggest deal here, but those playing 
Smash for fun have to love that over 
100 stages are here too. And those 
actually don't have to be unlocked — 
you really are given the full tableau of 
choices right from the get-go, an array 
of so many options that it's actually a 
bit straining on the eyes to see which 
stage is which on the jam-packed 
selection screen. What's more, the 
count multiplies when you remember 
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that every arena can be transformed 
into a Battlefield or Final Destination 
version of itself (removing stage 
hazards like moving lava or attacking 
NPCs but preserving the aesthetics of 
the area for visual variety), and you 
can even choose two stages for a 
single match and have them morph 
back and forth mid-battle. Again, how 
anyone could complain about this 
embarrassment of riches, | couldn't 
begin to fathom. 

The music? Literally hours upon 
hours of tracks to listen to. That's 
actually one of the first things | did 
when I got my hands on the game: | 
skipped out on playing any part of it 
for what seemed like forever because I 
just jumped straight into the "Sounds" 
menu that allows you to queue up and 
listen to all of the music in the game 
as much as you want. Some tracks do 
have to be unlocked there, though — 
through various tasks accomplished in 
other modes, or buying them in the 
in-game shop that accepts in-game 
gold pieces. Which you earn by, again, 
playing other modes. 

They probably shouldn't even ever 
try to top this enormous quantity of 
content. I really don't know how they'll 
be able to approach another Smash 
sequel in the future after they set the 
bar so high with this one! Sakurai will 


lose his mind and fly off to become a 
hermit in Greenland somewhere if he 
tries to outdo this. He'll go insane. 

So, "For Fun" players — you're all 
set. Ultimate is brilliant. Go buy it. 
"For Glory" folks? You're next. 

Now, admittedly, | am not a pro- 
level Smash player. When eSports pro- 
fessionals start discussing the detailed 
minutiae of their techniques and toss 
out all those terms that only EVO par- 
ticipants truly understand, my eyes 
gloss over and my brain slips into a 
fog. But | have played a great deal of 
every game in the series preceding 
this one over the years, and to me, the 
gameplay feel of Ultimate is incredi- 
ble. It's clearly been fine-tuned and 
balanced to a greater degree than 
ever before. Some characters who 
were perhaps too powerful in prior 
installments have been toned down, 
while others have been powered up. 

My beloved Ice Climbers, for 
instance, feel like they're a lot less 
capable than they were back in Brawl 
— the range on their basic attacks 
seems shortened, their ice-blasting 
Down Special only covers one direc- 
tion now... it makes me sad. But then 
another favorite of mine, Dr. Mario, 
seems to have bulked up quite a bit! 
He's got a killer new spike to use as a 
finisher and he just seems to hit with 
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a whole lot more impact with every 
punch and kick in his arsenal. (Why 
normal Mario still has F.L.U.D.D. as his 
Down Special I'll never understand. It 
makes the Doctor clearly superior.) 

And this is some "For Fun" creeping 
back into the discussion, but I love the 
new nods to characters' other games 
that have finally made it into movesets 
this time — chiefly Ganondorf's huge 
sword and Luigi's Poltergust. I've been 
wanting to wield those for years, and 
now I can! And they make both of 
those fighters better competitively 
too, so the pros have to be happy too. 

I have no doubt that those who play 
Smash seriously, even as a career, will 
be thrilled by all the advancements 
that have been made here in the past 
four years. And to think, our hopes for 
Smash on Switch were once to just see 
a port of the Wii U version! This is defi- 
nitely not a port, friends. Everything 
has been altered. Everything feels 
new. 

Even going back again to the sheer 
size of the playable roster — pros have 
to be overjoyed. As always, a few of 
these fighters will emerge as "top tier" 
and they'll get the most play in tour- 
naments, but with over 70 counter- 
picks, the best players will be able to 
pocket multiple trump cards and there 
is just no way even the likes of ZeRo 


will be able to prepare for all six dozen 
possible opponents he'll have to face 
to rise to the top consistently once 
again. For spectators, it's exciting! 

OK, that should cover both groups, 
and both should feel confident in 
putting down the cash for this Smash. 
But we're not done yet! How about the 
World of Light? 

Yes, over and above the vintage 
single-player and multiplayer Smash 
gameplay, there's a new solo quest to 
take on when your buddies aren't on 
your couch calling for just one more 
match. It all kicks off with a brutal cin- 
ematic in which every Nintendo icon 
you know and love is zapped out of 
existence, seemingly, leaving only a 
lonely Kirby as the sole survivor. You 
then take control of the Pink Puffball 
and start exploring a vast world map 
full of battles against Spirits — the dis- 
tilled, ghostly essences of over 1,000 
different Nintendo characters. The 
Spirits are being controlled by the vil- 
lainous Lord of Light, Galeem, and 
they in turn take control of evil clones 
of all the characters who got blasted 
to bits in that opening cutscene. You 
liberate Spirits with each victory you 
achieve, and they then join your team 
as equippable allies that give you stat 
buffs or instant access to helpful items 
in subsequent battles. 


What's more, Kirby eventually 
encounters the true heroes who have 
been turned evil, and defeating them 
adds them as extra playable allies in 
the quest to destroy Galeem. (This also 
works as a third method for unlocking 
characters for multiplayer Smash, but 
it's a lot slower than the other two 
methods, so you might not want to 
commit to a full World of Light play- 
through to fill your roster.) 

The Spirits thing is almost too in- 
depth. Masahiro Sakurai is the video 
game industry leader in the "every- 
thing and the kitchen sink" school of 
thought when it comes to content, 
which I’ve already praised in other 
places in this game: roster size, stage 
count, music selection. But there are 
over 1,000 Spirits, all of whom have 
different gameplay effects, and you 
end up spending a whole lot of time in 
menus managing way too many differ- 
ent buffs and bonuses to reasonably 
keep track of. And the Spirits can level 
up, and you can drop them off in Dojos 
to train them, and there are Stores to 
buy other Spirits along the way . . . it’s 
a lot. Better too much than too little, 
but it's a lot to keep track of. 

In fact, because they went so nuts 
with the volume of these Spirits, one 
fun feature of past Smash sequels got 
the axe: the Trophies. They just didn't 
have the manpower to do 3D models 
of over 1,000 old, often obscure char- 
acters from past games, so they didn't 
try — all the Spirits are instead repre- 
sented entirely by archival 2D promo- 
tional art. And, sadly, none of them 
get the educational write-ups about 


who they are, or even much info on 
what game they came from. I'm one of 
the world's biggest Nintendo history 
buffs | think it's safe to say, and some 
of these Spirits even have me at a loss! 
"Who is this again? Oh, they were an 
off-screen character from a Japan- 
only DSiWare exclusive that was only 
available to Club Nintendo members 
for two weeks in April 2010? Got it." 

Another odd omission? Home Run 
Contest! | just profiled Sandbag in our 
last issue! How hard would it have 
been to keep that mode? I'm upset. 

But when it's all said and done, I'm 
not going to fret over what isn't here — 
when there is so, so much that is. It's a 
content cornucopia. | can't bring 
myself to be actually upset about any 
piece of the puzzle that's seemingly 
missing . . . especially since Sakurai is 
not done yet! 

And that's the last thing that makes 
this Smash special: the knowledge 
that it isn't over. More characters are 
coming. Piranha Plant joins up as free 
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DLC soon (WHAT?). Persona 5's Joker 
(DOUBLE WHAT?) will follow shortly 
after that. The absurdity of those two 
selections still has me laughing, and I 
can't wait to see who comes next! 

It may seem improper to factor DLC 
that has not been revealed yet into the 
review of a base product, but Smash 
has become a fan experience that 
extends beyond the borders of the 
game itself — the hype and anticipa- 
tion its existence creates is actually 
my favorite part of the package! 
Maybe Smash has "For Fun" fans, "For 
Glory" players and "For Hype" seekers, 
just waiting for the next big surprise to 
drop. The next unexpected fighter 
reveal trailer. 

My mind keeps slipping back into 
speculation mode. I can't help it! But 
with Persona 5's Joker confirmed to be 
the lead-off hitter for the five DLC 
additions coming our way over the 
year ahead, | have to think Nintendo is 
branching even further out into unex- 
plored third-party territory to bring in 


By Name 


even more truly shocking newcomers. 
I'm almost giving up on further Big N- 
owned IPs at this point! It feels like 
PlayStation exclusives are the safer 
source of inspiration now. Who's next? 
Ico? Kratos? The vector graphics rabbit 
from Vib-Ribbon? There's seriously no 
way to know any more, and the fun of 
that uncertainty and the whole culture 
shift that's happened with just viewing 
trailer videos now is another huge 
plus for the appeal of Smash Ultimate. 
| am a fan. | love this game on all 
counts. In all areas. I’ve had a ton of 
fun playing it already, both alone and 
with friends. I'm still hyped and still 
looking forward to it — even though 
it's here, and | own it — because | 
know it's not done growing and 
changing. And though |'| never be a 
pro myself, | love its appeal for glory 
seekers too, as I'll get to enjoy 
watching tournaments with this game 
as a centerpiece for years to come. 
This is the ultimate Smash Bros. 
How will they ever top it? — LUCAS 
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Set Out for Adventu re! 


OH, TO BE able to truly recapture the 
joy of our first Pokémon journeys! 

That first sense of wonder and dis- 
covery. Those first steps into the tall 
grass, and first encounters with wild 
monsters — monsters you could not 
only battle against, but capture and 
make your own! 

That's the feeling that aging fans of 
the Pokémon series are always trying 
to get back. And while new adventures 
in new regions work to slake the thirst 
for many, there seems to be a sizeable 
percentage of the franchise's fanbase 
that just can't get enough of Kanto. 
They besmirch any monsters whose 
Pokedex numbers fall anywhere north 
of 151, lamenting the "lack of creativ- 
ity" in any piece of the series designed 
at any point after the turn of the mil- 
lennium. They are the "Genwunners" 
to those who oppose them — but The 
Pokémon Company seems only too 
happy to embrace their immovable 
nostalgia, time and time again. 


NINTENDO 
GAME FREAK 


I'm not a diehard Gen I fan myself. 
After 20 years and multiple previous 
journeys across the Kanto region in 
earlier games, I'd be perfectly happy if 
| never had any reason to ever catch a 
Rattata, a Weedle or a Zubat ever 
again. | get some feel-good nostalgic 
vibes from stepping back into this 
world once more, rendered as it is in 
gorgeous HD and looking more vibrant 
than ever — but the Pokémon fan part 
of my brain is mostly locked down to 
looking forward to whatever the new 
Generation VIII on Switch is going to 
bring to the table later on in 2019. 

| have still had a wonderful time 
playing Pokémon: Let's Go, Pikachu! 
and Let’s Go, Eevee!, though, because | 
haven't been playing alone — I’ve had 
two new junior Pokémon Masters in 
training taking this journey with me! 

As I’m sure you've noticed, I’ve 
been talking about my sons in NF with 
more and more regularity as time 
goes on. It's only natural — when we 
started this magazine six years ago, 
Carter was an only child and barely 
past his first birthday. Now, though, 


You are challenged by Youngster Calvin! 
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he's just turned 7, and he's not the 
only kid in the house any more — he's 
got two younger brothers, Calvin 
(nearly 5) and Cooper (still a baby). 
It'll be a little while longer before 
Coop can pick up a Joy-Con and do 
anything other than try to eat it, but 
Carter and Calvin both are in the right 
phase of life to set off on their own 
first-ever Pokémon journeys! 

Let's Go has been absolutely bril- 
iant for them. Both of them wanted to 
play the Eevee version, so they've 
been on parallel journeys for weeks 
now, gleefully watching each other 
play their turns, getting jealous when 
one catches a rare monster before the 
other, or when one beats a Gym before 
the other's had the chance to. I've 
played along with them for hours on 
end, teaching them about things like 
the Rock/Papers/Scissors style of 
weaknesses that determine so much 
of a Trainer's success or failure in 
battle... but | haven't taught them 
everything. As much as I can, I’ve held 
my tongue and let them play and 
discover things on their own, even 
etting them make terrible decisions 
ike deleting a monster's most 
powerful attack when it wants to learn 
something useless on level-up, or 
etting them lose battles and get flung 
back to the last Pokémon Center they 
visited. When we kids of the '80s and 
"905 first played Pokémon Red, Blue 
and Yellow two decades ago, we didn't 
have parents who had already experi- 
enced the same adventure during 
their childhoods — so I'm here trying 
to strike a balance and feel out what it 
means to be a Pokémon Dad, introduc- 
ing a franchise to a second generation 
of fans. It's been a whole lot of fun. I 
recommend that experience highly. 


Taking off my Dad hat and going 
back to evaluating the Let's Go duo as 
a video game reviewer, though, I have 
come across a few frustrations that 
have left me shaking my head. Why 
were some of these decisions made? 
You'd think Game Freak would have 
things totally polished and perfect 
after 20 years, but no. 

My first frustration: The demanded 
use of motion controls when catching 
a Pokémon. Let's Go, Pikachu! and 
Let's Go, Eevee! were created in 
response to the massive, phenomenal, 
mainstream culture-shifting success of 
the Pokémon GO mobile game, and to 
help players of that casual design 
make the transition here into a more 
traditional Pokémon experience, the 
developers chose to borrow GO's 
capture mechanics. That means that 
you don't battle wild Pokémon to 
weaken them first before tossing a 
Poké Ball and hoping for a successful 
catch — instead, you just start chuckin' 
balls immediately. A targeting ring 
appears around the Pokémon in the 
middle of the screen, and when the 
ring shrinks in size you're meant to 
make a ball-throwing motion with a 
lone Joy-Con in hand to cause a Poké 
Ball to fly toward the creature. 

t sometimes works. If you have a 
good, consistent motion of your wrist 
that isn't too fast, too slow, too 
intense or too subdued, you end up 
with a nice arcing toss straight into the 
center of the target, and your chance 
of a successful catch goes up. But if 
you are even. the. slightest. bit. off. No 
dice. Sorry 'bout yer luck. You'll see 
your Poké Ball careening wildly off 
into the distance, waaaay overthrown. 
Or it'll be a grounder that lands two 
inches in front of your virtual feet. Or 
it'll spin like some insane curveball 
and fly off the left or right edge of the 
TV, never having come anywhere close 
to finding its mark. It is well and truly 
terrible, and why the developers 
would demand such exacting precision 
I have no idea whatsoever. 


Catching Pokémon is easier, thank- 
fully, if you play your Switch portably 
— motion still comes into play as you 
have to physically swing the system 
around to keep monsters in the center 
of the screen, but actually tossing the 
ball involves just pressing A. It's so 
much nicer that I'd just walk over and 
undock the system any time I wanted 
to catch anything, then dock it again 
and sit back down on the couch to 
keep moving forward in the quest. 

Another frustration? The Gen | pan- 
dering is so severe that only the first 
151 monsters are here. You can get the 
Alola Forms of the 18 who have those 
alternates available and Gen VI's Mega 
Evolution is here late in the story, but 
it's so odd that Game Freak cut out 
everything else — even the evolved 
forms of those from the first 151 who 
didn't get to evolve until Gen II or 
later. Calvin has been so thrilled to 
have an Onix and ride around on him, 
and earlier today he asked me when 
he'd be able to evolve him into a 
Steelix. He knows Onix evolves. He's 
seen the cartoon. But I had to try to 
explain to him why he can't in this 
game. Try putting corporate video 
game studio decisions into terms a 4- 
year-old can understand sometime! 
It’s lovely. 

And my third and final frustration: 
The Pokémon GO connection is not 
nearly as interesting as I'd hoped it 
would be. | got back into that game 
and started catching extra monsters 
and storing them up as soon as Let's 
Go was announced, but after the odd 
smartphone-to-Switch process to get 
them moved over, you then have to 
waste Poke Balls catching them again, 
and then their stats seem to really get 
knocked down in the transition. | had a 
super-powerful Alolan Exeggutor in 
GO, but when I moved it over to Kanto, 
it was just at Level 20. No thanks. 

OK, enough curmudgeonliness from 
me and my grey hairs. There are parts 
of this package that aging fans like me 


will take issue with (clearly), but in the 
end, this game's not meant for us. Yes, 
The Pokémon Company knows plenty 
of adults will buy this for their latest 
Gen I nostalgia fix, but it's still not a 
game made for that audience — it's a 
game made for Carter and Calvin. For 
the kids who will get to have their 
first-ever Pokémon journey here, in a 
Kanto more colorful and animated 
than ever before, with their choice of 
an adorable Eevee or cute-as-a- 
button Pikachu keeping them 
company ever step of the 
way. So if you're an adult 
and you'd be playing this 

just for yourself, maybe 

give it a pass and wait for 

the next real series sequel. 

But if you've got a kid in your 
life who's never played 
Pokémon before? Buy this 
game immediately, park your- 
self on the couch next to them 
and watch them make their first 
Pokémon memories! — LUCAS 
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MARK 
Pixel art is lovely and all, 
but I'd love to see them 
take on a more tradition- 
ally animated art style. 
Whether a new IP or a 
fresh take on Shovel 
Knight, | want to see their 
excellent artistry used to 
full effect. 


JONATHAN 
If Shovel Knight is Yacht 
Club's Mario, then I'd love 
to see their Zelda. Maybe 
it could take place in the 
modern world, or even 
somewhere futuristic! 


CHRIS 
Shovel Knight was a 
passion project: Yacht 
Club should follow their 
hearts and the fans will 
follow. If that's another 
platformer, I'm there! 


REBECCA 
What about a traditional 
8-bit RPG along the lines 
of the original Final 
Fantasy or Dragon Quest? 


DAVID 
They call themselves 
"Yacht Club" Games, but 
there's been a distinct lack 
of yachts in their games. 
| feel they should develop 
an MMO yachting simula- 
tor, to prove themselves 
worthy of the name and as 
devotees of the yachting 
arts. 


Seeking a Friend for the End of the World 


PVE BEEN A fan of The 

World Ends with You ever since it first 
came out on the Nintendo DS over a 
decade ago. Sure, it had a control 
scheme that had you mashing buttons 
with one hand while furiously scribbling 
on the bottom screen with the other, 
but it also had a story that only got 
more and more intense as you finished 
your first playthrough and started 
investigating deeper. When I learned it 
would be ported to the Switch with new 
content, | reserved my copy as soon as | 
could! When I got it home to play on 
our big screen, however, my excitement 
level took a nosedive. 

Final Remix is a port of TWEWY's 
mobile version, Solo Remix, with the 
added benefits (and 1 use the term gen- 
erously) of Joy-Con support and co-op 
play. Along with the new music tracks 
introduced in Solo Remix (some that 
are completely new and some that 
came from Shibuya's appearances in 
the Kingdom Hearts franchise), there's 
also stunning HD visuals, reworked pin 
mechanics and the "A New Day" 
epilogue. 

For those of you on the fence that 
were just as excited as me at seeing 
"Hype-chan" appearing in last January's 
Nintendo Direct: You're not missing 
much. You could probably breeze 
through the post-postgame in about an 
hour or two, and the only purpose it 
serves is to set us up for what we 
SHOULD have received by now: a true 
sequel. There are new enemies, pin 
attacks and battle mechanics, but 
everything else feels like a last-minute 
addition. You can even see a huge dif- 
ference in the character artwork 
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between the base story and the new 
artwork drawn for the postgame. 
(Another huge disappointment: For all 
the new and updated features Square 
Enix has packed Final Remix with, there 
is no way to play multiplayer Tin Pin 
Slammer via local wireless.) 

I played most of Shiki's story on my 
big screen with a Joy-Con, but once 
Joshua started his seven days with me, 
my hand began to cramp up as | was 
furiously flailing around trying to 
summon him and his falling object 
attacks onto the playfield. Playing with 
a Joy-Con feels like playing a Wii game 
— except for the part where you have to 
constantly press Y to center your 
cursor, and activating my fusion attacks 
became risky, as | had to make sure | 
was pointing my Joy-Con in the right 
direction. 

| also experienced problems with my 
pointer drifting when my controller's 
charge was low. | tried the co-op mode 
with a partner, and it offers very little 
benefit other than a slight bonus to 
your Pin Points after battle. It’s also 
very easy for your partner to go off- 


screen on the battlefield, which can 
often be wider than the game's screen. 
I gave up and completed the game by 
playing on touchscreen, which in my 
opinion is the best way to play. 

Even with all of Final Remix's short- 
comings, I love to sing my praises for 
the Trends — a stat-boosting system for 
each map screen that will turn you from 
a weakling spicy tuna roll to a fashion- 
able fighter. Fighting battles wearing 
randed "threads" and pins will boost 
that brand's influence in the area and 
grant extra power to your attacks. The 
13 brands (based on the Chinese zodiac, 
plus the left-behind cat) and the off- 
brand equipment don't get shown on 
your characters, but it's fun to imagine 
your party members decked out from 
head to toe in Dragon Couture or Lapin 
Angelique. 

If you've never played TWEWY 
before, you would definitely want to 
start with this version, but if you've had 
any experience with either the original 
DS version or the mobile port, you can 
safely sit this one out unless you're a 
diehard fan. — REBECCA 
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Who You Gonna Summon? 


IF THERE'S SOMETHING strange in 
your neighborhood, who you gonna 
call? Maybe not Yo-kai Watch Blasters. 

I'm not entirely sure how copyright 
infringement works internationally, 
but it seems Level-5 wasn't worried 
about any legal retribution when it 
first shipped Yo-kai Watch Busters way 
back in July 2015. The game was a full- 
on parody of the Ghostbusters film 
franchise, replacing Bill Murray, Dan 
Aykroyd and the rest of the human 
stars of the silver screen with Jibanyan 
and his spirit-world pals, but other- 
wise matching the source material 
beat for beat. The heroes form a team 
to battle and defeat unruly spooks. 
They live in an old fire station and use 
it as their headquarters. They drive a 
modified old hearse with a siren that 
sounds like an angry leopard. (You 
know the sound.) When the game 
finally made it to the West just a few 
months ago, the localization watered 
the references down a bit — chiefly by 
renaming it to "Blasters" instead of 
"Busters" and altering the in-game 
graphics of one key character so that 
it wouldn't be a direct knock-off of the 
Stay-Puft Marshmallow Man any more. 
I knew about those changes going in 
and made my peace with them, as I 
was still looking forward to whatever 
Ghostbusters DNA was left preserved 
after the translation... but | found 
myself wishing the gameplay would 
have taken a few pages from the films' 
classic scripts too. 

Yo-kai Watch Blasters is a basic 
beat-'em-up. You run up to enemy 
characters who are wandering around 
large, open 3D environments (lifted 
from past Yo-kai Watch games), and 
when you reach them you simply wail 
on them with your paws until they dis- 
appear in a poof of smoke. Then you 
run along again, find another naughty 
Yo-kai and bop them until they go 
poof too. Rinse and repeat. 

It's disappointing. It's like Level-5 
took all that time to set up the most 


on-the-nose Ghostbusters parody in 
video game history, but then just 
didn't follow through one bit with 
actually adapting what would have 
been the most interesting part of that 
series to take control of on the small 
screen: capturing ghosts in traps. I 
don't feel like it's unreasonable for me 
to be disappointed about that, either, 
as promo art for this title clearly 
depicted Jibanyan and Komasan with 
jumpsuits and Proton Packs — but 
they're not actually in the game, as far 
as I can tell. 

How cool would that have been? 
Throwing out a stream, lassoing a mis- 
chievious Yo-kai, sucking them up in 
the trap on the ground... it's been 
over a decade since the last actual 
Ghostbusters game, and it could have 
been great. Alas. This is just a "run 
around and hit baddies" game. 

Now, granted, the gameplay does 
get more interesting in some missions 
— primarily boss battles. With really 
big and tough foes, you'll first fight 
them on the streets of Springdale, but 
then have to chase them when they 
try to run away and ultimately 
confront them for a final showdown in 
an isolated space somewhere nearby. 
In those critical boss battles, the 
camera swings down to a lower view, 
you can lock onto your foe to keep 
them in sight as they dash and jump 
around and there are multiple phases 
to endure, all with unique gameplay 
mechanics in play. That's when Yo-kai 
Watch Blasters is at its best. 

Even then, though, there's a major 
spike in difficulty you have to deal 
with — it's a total cakewalk when 
you're fighting tiny Yo-kai one at a 
time with your team of four heroes 
together out on the streets during 
normal missions, but in boss fights 
you really have to wake up, get on 
your A game and perfectly manage 
every team member to be able to 
survive. 

In the end, Yo-kai Watch Blasters is 
a fair spin-off that could have been 
better if it had leaned even further 
into the parody that ultimately wound 
up just being inconsequential window 
dressing for gameplay that's not at all 
related to Ghostbusters. — LUCAS 
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Star Fox Steals the Show 


IF THERE'S ONE thing the Star Fox 
franchise has had trouble with over 
the last 25 years, it's evolution. That 
isn't to say there haven't been 
changes, of course. From taking Fox 
out of the Arwing's cockpit to intro- 
ducing new control schemes, there 
have certainly been new ideas imple- 
mented over the years, but few have 
ever felt like a proper evolution of the 
concept we first fell in love with back 
in 1993. 

However, with Starlink: Battle for 
Atlas, it feels as though that next evo- 
lutionary step that has eluded 
Nintendo for the better part of a 
quarter century has finally been 
taken. It may even be more akin to an 
evolutionary leap! 

In the way Super Mario World begat 


Super Mario 64 and The Legend of 
Zelda: A Link to the Past begat The 
Legend of Zelda: Ocarina of Time, Star 
Fox and Star Fox 64 have begotten 
Starlink: Battle for Atlas. But what 
makes this evolution all the more 
interesting is that Starlink — as you 
might have guessed from the title — is 
not only not a proper Star Fox game, 
but it isn't even made by Nintendo. 
Ubisoft Toronto started off with 
their own vision: an open-world space 
exploration game in which you could 
fly across the galaxy at will, getting 
into space dogfights with outlaws, and 
venturing down to different planets 
(or departing them) as you please. 
Aiding the player in this journey to 
unite the citizens of the Atlas star 
system and beat back the Forgotten 
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Legion is the crew of the starship 
Equinox, who can enlist further help 
from allies they've aided along the 
way. 

Each character is unique, with 
distinct personalities and abilities they 
bring with them into the cockpit, and 
adding a further bit of diversity that is 
entirely exclusive to the Nintendo 
Switch version is none other than Fox 
McCloud, leader of the Star Fox team 
(who are also in tow). 

While Fox is essentially a headliner 
and a major draw for playing the 
Nintendo Switch version of the game 
above the others, he is still nonethe- 
less a guest in this new star system as 
he and his crew have their own objec- 
tive: Find Wolf O'Donnell. Fortunately, 
their goal and that of the Equinox 
crew happen to coincide, and even 
more fortunately, the Lylat System's 


Arwing is completely compatible with 
the Starlink Initiative's technology, 
which allows them (and thus you) to 
swap out and rearrange different com- 
ponents of their ships on the fly: 
Weapons, wings, hulls and even the 
pilots themselves can be swapped out 
as the player desires — so long as the 
hull you wish to use hasn't sustained 
too much damage. 

Fox himself brings a number of 
elements that are unique to this game, 
but familiar to fans of his series. The 
Arwing's wings, for example, are the 
only wings with pre-installed weapons 
— no additional attachments neces- 
sary. So you'll not only get the familiar 
Arwing laser cannons, but also their 
ability to charge energy for more 
powerful shots. What's more, Fox's 
special pilot ability, Rock ’n Roll, calls 
in another member of the Star Fox 
team to assist him in battle, all while 
playing a delightful remix of the 
Corneria theme from the original 
Super NES game. 

As noted, Fox comes with his own 
content in his quest to hunt down and 
bring Wolf to justice. These missions 
are interwoven into the main 
campaign, which you can play entirely 
with Fox if you wish, with the Lylat 
hero appearing in cutscenes and 
chatting it up with crew and natives 
alike. 

Whether you use Fox or one of the 
other characters (who each have stats 
and abilities you can upgrade), the 
main attraction is the tremendous 
degree of freedom you're granted as 
you customize your ship. Ever want to 
fly an Arwing with the wings upside- 
down and swept forward? Go for it! 
Want to stack wings on top of wings to 
gain the most perks? You can add up 
to three on each side, so long as 
you're careful about the weight! Want 
your guns to face backward, so you 
can make your escape while still 
blowing away enemies? Easily done! 

After configuring a ship and pilot 


THE PLASTIC PREDICAMENT 
TO BUY, OR NOT TO BUY? 


A key element of Starlink: Battle for Atlas is the ability to swap out and 
enhance a variety of pilots, ships and parts. However, there are two ways 
you can go about this. 

First is the Toys-to-Life element Ubisoft is hoping to revive interest in 
by offering a variety of interchangeable parts that attach to a special 
Joy-Con Grip (no Portals here!). Of particular note is the Nintendo Switch 
version's Starter Pack, which — after 25 years of waiting — gives us our 
first-ever widely available Arwing toy. 

The ships are sturdy and well-made pieces, designed for play as toys 
as much as they are video game accessories or display pieces (the 
included Joy-Con Grip makes a terrific stand). There's a certain satisfac- 
tion to putting the pieces together, and the click of removing and attach- 
ing the hulls to the Joy-Con Grip. 

What's more, you kind of need ships — for all intents and purposes, 
each ship in your fleet acts as a life, and when you lose all your ships, 
you're sent back to base. This means you have to do things like start boss 
fights over again from scratch. 

The downside is that purchasing extra toy pilots, ships and weapons 
is not an inexpensive proposition — particularly if you want everything. 
The Starter Pack includes the Arwing and a digital version of the Zenith, 
figures of Fox and Mason Ryan, two toy weapons and one digital 
weapon, but additional ships run $24.99 each, with weapons going for 
$9.99 and pilots for $7.99. The six extra ships alone will run you around 
$150, the eight extra pilots about $64 and the weapons close to $40. 
All together, that's a grand total of about $329. 

Fortunately, unlike other Toys-to-Life games, if you're 
not into the toys? You don't need the toys. Starlink: 
Battle for Atlas is completely playable without 
purchasing a single piece of plastic. By going 
with the Digital Edition, you get five ships, seven 
pilots and twelve weapons — all for $59.99. 

Incidentally, you can purchase more ships, etc. 
digitally (they each go for about half the cost 
of the physical), even if you've bought the 
physical Starter Pack, but you can't 
swap between the two modes. That 
is, if you're playing using the toys, 
you need more toys to swap in, and 
vice-versa. 

In terms of pure gameplay value, the 
Digital Edition can't be beat . . . but 
man, that Arwing toy is pretty sweet, 
lemme tell you. 
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combination you like, you (and a 
friend, if you opt for split-screen local 
multiplayer while docked) will find 
yourself traveling through space, occa- 
sionally hampered by the hyperspeed 
traps that will engage combat with 
Outlaws, unless you can successfully 
weave your way through their holes. 
You'll be able to seamlessly venture 
down to the surface of any planet you 
come across, where you can continue 
flying or go into a hover mode that 
allows you to skim along the ground 
and water. 

Down on planets is where most of 
the action happens, as you'll fight off 
enemies, analyze fauna and assist the 
locals in their troubles. There are also 
various artifacts to seek out, as well as 
tiers of enemies that feed off of 
one another in different ways, 
leaving you to decide on a 
strategy for the best way 
to take them out. 
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You'll also have plenty to see and 
do as you attempt to fortify each 
planet to produce Electrum, fend off 
Legionnaires and achieve other goals 
as you try to restore peace to Atlas. 

while this is not a Star Fox game in 
the traditional sense, Starlink none- 
theless shows some of the potential 
the franchise still holds. I've felt for 
years that further exploration of the 
worlds of Lylat (rather than the simple 
A-to-B missions found in most games) 
was a vein ready to be tapped, and 
while these are not those worlds, they 
nonetheless show how such an idea 
could work, while giving the Star Fox 
crew a nice change of scenery. 

Starlink as a new franchise isn't 
perfect, but it's still a whole lot of fun. 
After this, maybe Nintendo will allow 
Ubisoft to take the reins on Star Fox 
proper and help steward it into the 
future? — DAVID 
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Defy the Demons Darkness 


DIABLO III: 

ETERNAL COLLECTION for the 
Nintendo Switch is essentially a port of 
Blizzard's smash hit top-down 
dungeon crawler. At a glance, paying 
full price ($59.99) for a port of a six- 
year-old game seems like one of those 
bad deals demons concoct to ensnare 
desperate souls. 

Indeed, Diablo III for the Switch is 
devilish: a devilishly good time! Even if 
you've played Diablo || on PC or 
consoles outside the Switch, its loop of 
mowing down trash mobs, collecting 
loot, selling that loot and forging or 
buying better equipment to take on 
fiercer enemies is still a perfect 
catharsis for releasing stress. 

But Diablo III Switch's handheld 
mode is worth paying the price of 
admission all over again. It makes the 
game's local co-op mode a snap, since 
each player is in command of their 
own screen and its menus. For a loner 
like myself, though, curling up into a 
ball and watching my Demon Hunter 
cut down the forces of Hades as they 
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push forward in an inexorable wave is 
the nicest kind of game experience. 
Handheld mode is unquestionably my 
favorite way to play, though the game 
still looks great docked. The smaller 
character and enemy models in hand- 
held mode take some getting used to, 
but the close privacy it offers is a fair 
trade-off. Framerates hold steady at 
60fps in both modes, so don't worry 
about the war against the demons 
ever dropping a notch below "intense." 

Haven't played Diablo or Diablo 112 
Don't be afraid to jump into Diablo III. 
All you really need to know is the 
devils and demons of the underworld 
stopped bickering amongst them- 
selves long enough to turn their sights 
on corrupting humankind and taking 
over the world. You just need to 
concern yourself with pointing your 
weapon in the right direction before 
letting loose. Or, to put an Orwellian 
spin on Diablo III's rules of engage- 
ment, "Whatever goes around in an 
upright position and has soft flesh is a 
friend. But whatever goes around with 
a shifty slouch and has hard scales 
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and a slavering maw is an enemy." 

Diablo III offers seven classes to 
choose from, and while you can find 
guides galore extolling the virtues of 
the "best" ones, you're much better off 
going with your gut and choosing 
whichever class looks fun and cool. 
You'll probably be OK no matter which 
class you choose: Diablo 11175 difficulty 
can be adjusted on the fly, and the 
"Normal" difficulty is just fine for new- 
comers. Once you're comfortable, you 
can crank the difficulty up. And up. 
And up! The higher the game's diffi- 
culty, the better chance there is of 
enemies dropping Rare and Legendary 
loot. Overall, Diablo III is a highly cus- 
tomizable game that you can attune 
nicely to your preferred playstyle. 1 
chose the Demon Hunter because I 
like bow users who can summon 
animal friends. If you like to get up 
close and personal in your fights, you 
might consider a Barbarian. If you're a 
fan of magic users, the Witch Doctor 
could be a good fit. 

Diablo III for the Switch also comes 
with some exclusive goodies. You can 


make your character look like the 
malevolent Ganondorf (though doing 
So takes some time and money, and it 
can't be achieved early in the game). 
Additionally, there's a Triforce-themed 
portrait frame and a pair of "Echoes of 
the Mask" wings, but my favorite is the 
Cucco pet available from the start of 
the game. I'm a little disappointed the 
Cucco can't attack enemies, given all 
Hyrulian chickens' inherent aggres- 
sion. He's still a good boy who's good 
at collecting gold, though. Besides, it's 
hilarious when you're creeping down 
an empty hallway and waiting for an 
ambush, and this little chicken is 
offering a soft "buk, buk!" next to you. 
Diablo III: Eternal Collection is 
another great port for the Switch. It's 
the perfect game to huddle with in the 
cold winter months (demons throw off 
a lot of heat), especially in handheld 
mode. Diablo 1117$ system of hunting 
foes, collecting their loot and farming 
rare drops is still immensely satisfying 
to experience when you're just in the 
mood to not think very hard about the 
action on-screen. It pairs very well 
with podcasts and Netflix documenta- 
ries left to run in the background. 
Diablo 111 veterans looking to return to 
the fray will want to give the Switch 
iteration a try, and for newcomers, 
this is the ideal entry point. — NADIA 


The Definition of 


I THINK I'VE said it a thousand times, 
but it's almost impossible to add 
something new to the Dark Souls con- 
versation that hasn't been espoused 
before. It's just that prolific of a game. 
Despite the original launch of Demon's 
Souls back in 2009 (which now lives 
forever, online-less, on PS3), Dark 
Souls completely shook up the market 
in 2011 with its updated take on King's 
Field, becoming the new staple and 
basis for comparison for the action 
RPG realm. 

I’m sure you've heard things like 
"don't play it, the game is impossible" 
and its ilk before, but so much of that 
is overblown (by publisher Bandai 
Namco no less, to help sell copies on 
the back of a masochistic ad 
campaign). Dark Souls is perfectly 
willing to reward you if you're willing 
to put the work in. The real beauty 
doesn't lie with its surface-level "chal- 
lenge," but rather with the hauntingly 
serene worlds built by visionary 
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director Hidetaka Miyazaki (not that 
Miyazaki, but another brilliant one). 

Every single area you enter is an 
experience, from the swamp-ridden 
depths of Blighttown to the over- 
whelming library of the Duke's 
Archives. Bosses are grand in scale 
and original in design. Build variance 
is more reminiscent of an old-school 
pen-and-paper RPG archetype set 
than a modern action game, a compli- 
ment in the highest regard. Dark Souls 
has entire worlds that people don't 
locate on their first playthrough. In 
short, it's something you can get lost 
in. 

| can't recall the amount of times 
I've played through Dark Souls (at 
least 20?) and have seen something 
new, or from an angle that I hadn't 
witnessed before; whether it's solo or 
with a friend (using the light, limited 
and often frustrating co-op system) 
who has never played. It's something 
everyone needs to play, provided that 
they have the temperament for it. 
About that: If you're taking the journey 
on Switch, there are a few things you'll 


сиу 


want to know. 

Now here's the big addendum to 
this otherwise glowing review: Outside 
of the obvious and wonderful ability to 
play it on the go, the Switch is not the 
best place to play Dark Souls. 
Compared to other platforms, Dark 
Souls takes a hit both from a visual 
and performance perspective here, 
maxing out at 1080p and 30 frames 
per second even while docked. While 
the video limitations are more than 
manageable (1080p worked just fine 
when | played it a generation ago), the 
framerate hit can be problematic, 
especially when compared to the 60 
frames per second of the other 
versions of this same remaster. 

I know what you're probably saying: 
"| don't need those extra frames!" But 
in a game as frame-perfect as Dark 
Souls, especially when you're attempt- 
ing higher skill cap bosses or going for 
speedruns, it matters. Given that your 
dodge rolls run on a strictly governed 
process of determining invincibility 
frames (iFrames), the chance to 
properly identify that consistency is 
welcome. The sound effects and score, 


at times, also feel "off," likely due to 
another unfortunate porting issue. 
Online play also seems less consistent 
than other versions, perhaps due to a 
lack of players compared to more 
popular ports or easily identifiable 
communities like Steam, where folks 
can more easily gather. 

Another annoyance: The B and A 
buttons are reversed (Japan-style) for 
menus (read: not in-game) and at the 
time of this writing there isn't a fix for 
it. This doesn't bother me too much, 
but it is very strange when you 
confirm a menu option using B, then 
are prompted to input a name with the 
Switch interface, only to cancel it 
using the same B button. 

Now it all sounds like doom and 
gloom, but the fact remains that Dark 
Souls is one of the best action RPGs 
ever made, and portable mode does 
hold up with its 720p format. It wasa 
joy to play it untethered — enough 
that I'm planning to work in a semi- 
annual Switch-centric replay every so 
often after I finish one on the afore- 
mentioned more consistent platforms. 
So yeah, there are technical limita- 
tions inherent with the Switch version 
of Dark Souls, but if you're from a time 
where you can fight through it, you 
should be OK. If not, just get it 
anywhere else. — CHRIS 
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And So the Hunt Continues 


THE MONSTER HUNTER franchise 
burst onto Nintendo Switch a few 
months ago with the release of 
Monster Hunter Generations ultimate, 
an expanded version of the series' last 
proper 3DS installment. While 
Generations remains one of the best 
action RPGs available on the dual- 
screen handheld, it has since been 
overtaken by Monster Hunter: World 
as the franchise's crowning achieve- 
ment. As a result, Generations 
ultimate already feels somewhat 
dated by the series' standards despite 
having just arrived last August, but 
even with its unfriendly mechanics, 

he game offers a wealth of content to 
enjoy for those persistent enough to 
earn its nuances. 

Much like other entries in the fran- 
chise, Monster Hunter Generations 
Ultimate begins simply, dropping 
players into the role of a promising 
new hunter who travels between four 
villages taking on quests, crafting 
armor and slaying ferocious beasts. 
While other Monster Hunter games 
attempt to wrap this formula up in a 
loose narrative, Generations Ultimate 
dispenses with any overarching plot, 
opting instead to throw you headlong 
into the action with little explanation. 
Those already familiar with the fran- 
chise will find this brisk introduction 
refreshing, as it allows players to jump 
into hunts without first requiring them 
to complete wordy tutorials. For new- 
comers, however, this approach will 
undoubtedly feel jarring, as it does a 
poor job of acclimating them to the 
numerous systems they'll need to 
learn to succeed in the game. 


CAPCOM T 


At its core, Generations Ultimate is 
fundamentally similar to Monster 
Hunter 4 and its immediate predeces- 
Sors. From each village hub, you'll 
accept quests, which send you off to 
prehistoric forests and other locales 
teeming with monsters to hunt. With 
the resources you gather from the 
slain beasts, you'll forge new weapons 
and armor with which you can accept 
higher-level quests, and so on. It's a 
straightforward but compelling 
gameplay loop thanks to the sheer 
volume of creatures and equipment in 
the game, and those who've already 
put a substantial amount of time into 
the 3DS version can carry their save 
data over and delve right into its new 
content, such as the challenging 
G-Rank quests, which feature even 
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more imposing monsters to hunt. 

Generations Ultimate also boasts 
two defining features that set it apart 
from the rest of the series: Hunting 
Styles and Hunting Arts. In a typical 
Monster Hunter game, your role out 
on the field is determined by which 
weapon you wield. Thanks to Hunting 
Styles, however, you're able to choose 
from six different archetypes for your 
hunter to further define your own 
playstyle. Moreover, the Hunting Style 
you choose affects which Hunting Arts 
you're able to use. These function like 
special attacks. As you battle, you'll 
gradually fill up your Arts gauge; once 
it's full, you can unleash the Art with a 
touch of the D-Pad, delivering either a 
powerful attack or some sort of buff, 
depending on the Art. 


Together, Hunting Styles and 
Hunting Arts afford much greater flex- 
ibility in defining your playstyle than 
other Monster Hunter games, as you 
can experiment with different combi- 
nations freely between quests. There's 
a gargantuan amount of content in the 
game, too. Generations Ultimate 
features more than 90 monsters — the 
largest bestiary in the series to date — 
not to mention a wealth of quests that 
can be tackled either solo or with 
other players locally or online. 

Monster Hunter Generations 
Ultimate is a staggering package. 
While the game lacks the accessibility 
and quality-of-life improvements that 
Monster Hunter: World ushered in, it 
compensates with the biggest selec- 
tion of monsters and quests in the 
series to date. Those who were intro- 
duced to Monster Hunter by World 
may find Ultimate dense and unwel- 
coming at first blush, but stick with 
the game and you'll uncover much to 
enjoy. — KEVIN K. 


Gotta Find That Reptar! 


WHEN I FIRST heard about Nickelodeon 
Kart Racers, | was actually kind of excited. 
For one thing, it featured the Teenage 
Mutant Ninja Turtles — their first time ever 
being in such a game over the course of 
their storied video game history that 
stretches back to the days of the Nintendo 
Entertainment System itself, if I'm not 
mistaken. For another, with how long Super 
Mario Kart has been around to show com- 
panies how it's done, it should be a tough 
thing to screw up, right? 

To developer Bamtang Games' credit, 
the game isn't really bad, it just isn't espe- 
cially good, either. It functions more or less 
as intended, but kind of feels like they did 


the bare minimum to get this thing out, too. 


unfortunately, when you're on the same 
system as quite possibly the best entry in 
the very series that established the genre 
you're aping to begin with, you really need 
to bring your A game — and even then, 
you'll still probably need more. 

Taking it from the top, the roster is 
pretty weak: a dozen characters from only 
four different Nickelodeon series, three of 
which are dated. SpongeBob, Patrick and 
Sandy are the headliners, of course, while 
Hey Arnold!’s (represented by Arnold and 
Helga) last appearance came in a TV movie 
aired just over a year ago. But Rugrats 
(represented by Tommy, Angelica and 
Reptar) went off the air in 2004! 

As for the Turtles? The Fab Four are all 
here, but it's the versions whose show 
ended last year, rather than the current 
Rise of the TMNT iteration (though, to be 
fair, some may prefer that). All together, it's 
an odd combination that doesn't feel par- 
ticularly contemporary nor nostalgic — 
which is weird, given the mix involved. 
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Oh, and none of them are voiced. At all. 
Not even by imitators. 

Actually playing the game is a little 
awkward to get into at first. For starters, an 
auto-accelerate feature is on by default, 
and there is no options menu. Or rather, 
there is, but you can't access it until after 
you've started the race, where you can pick 
one of two control schemes and other 
tweaks as well. But once you get things to 
where you're comfortable, the game is ser- 
viceable, though a bit heavy in the rubber- 
banding department. The game even 
supports up to four players, but it's local- 
only, and the controllers disconnect after 
every race. 

Visually, the game is all right. It feels 
enough like a 3D version of characters who 
are usually in 2D, save for the Turtles. 
Tracks are OK, but repetitive. Some feature 
certain stipulations that keep things inter- 
esting for a little while, such as eliminating 
whoever is in last every 15 seconds. Others 
have neat touches, like Splinter and 
Shredder fighting on a catwalk over one. 

While the game tries to crib from the 
likes of Mario Kart and Sonic & All-Stars 
Racing Transformed with gliding and 
motorboat sections, it doesn't do them as 
well, particularly the gliding. But it does 
introduce its own unique feature in 
Nickelodeon's trademark green slime. The 
stuff is everywhere, and driving over it fills 
athree-part gauge that allows for increas- 
ingly longer turbo-boosts. 

In the end, Nickelodeon Kart Racers is 
just kind of passable (and compared to 
others, I'm being generous with it). It lacks 
alot of the heart of The First 
Network for Kids, and 
you just kind of expect 
something better 
from a brand that big. 

— DAVID 


A Pair of Old Notebooks 


SCRIBBLENAUTS MEGA PACK, as you might guess from the 
title, is a collection of previous Scribblenauts games bundled up 
and remade for the Nintendo Switch. Specifically, Scribblenauts 
Unlimited and Scribblenauts Unmasked: A DC Comics Adventure. 
Scribblenauts Unlimited marked the series' console debut, 
arriving on the Wii U following a few entries on the Nintendo DS. 
In fact, it was one of the system's launch titles, and as such, 
arrived just before we began publication. Writing for our prede- 
cessor, Nintendo Power, Chris Hoffman gave the game an 8.0, 
praising its new open world and the Nintendo-themed content 
within, but criticizing the clunky controls, such as the multiple 
taps required to perform simple menu commands. 
Scribblenauts Unmasked: A DC Comics Adventure arrived 
around a year later, and our own Editor-in-Chief took it on. He 
rated it a 7.0, noting that it did little to innovate, with the main 
draw being the inclusion of so many objects and characters from 
the DC Universe's vast lore (and that includes Terry McGinnis, 
woo!). On a personal note, the game seems a bit more combat- 
centric, and while this has never been the series' strong suit, it 
also doesn't really bring the experience down in a major way. 
For the Scribblenauts Mega Pack, little has changed about 
these two games in the years following their respective 2012 and 
2013 releases. The most notable issue is that due to the nature of 
the Nintendo Switch, you'll only be able to access touchscreen 
controls while the system is undocked. The rest of the time, you'll 
have to use a unique sort of letter wheel that requires using the 
analog stick to move to a desired group of four letters, then 
pressing the face button that corresponds with the letter you 
want, then repeating that until you at least have enough for the 
suggested words to pick up what you're putting down. 
One particular letdown is that this release does 
not contain the Nintendo-themed words found in 
the Wii U release of Unlimited. That aside, if 
you missed out on these two games before, 
this is a great way to play. — DAVID 


WB GAMES 
SHIVER ENTERTAINMENT E10+ 


PENCILER ኮ 


JANUARY/FEBRUARY 2019 /5 


PVE LONG BEEN a champion of the 
eternally overcriticized video game 
genre of childrens' licensed titles. My 
boldest declaration of support came 
back at the pitifully attended E3 2008, 
where | was one of only a handful of 
journalists to take the time to try out 
the demo of Dora the Explorer: Dora 
Saves the Snow Princess on Wii. And I 
was almost certainly the only journal- 
ist who walked away from that demo 
with kind impressions to report, which 
I did, in an IGN preview that is still live 
to this day and still serves as the only 
positive piece ever published on that 
site about any Dora the Explorer 
media product. 

| felt the need to step up on my 
soapbox back then in defense of this 
entire category of gaming, as it's so 
often dismissed or openly mocked. 
Why? Because these games almost 
never offer the innovation, variety or 
creativity of, say, Nintendo's first- 
party products — and certainly never 
any of the adult- or even teen-oriented 
content of the games in our industry 
that always take the top spots on 
Metacritic. But here's the thing: They 
don't need to. 

In fact, they shouldn't! Games 
adapting TV licenses targeted at pre- 
schoolers should be the simplest, 
most straightforward and most uncon- 
fusing experiences possible. The result 
may be something that an older kid, 
teen or adult would find boring, but 
for a young player maybe just picking 
up a controller for the first time ever? 
Getting to make the characters they 
know from their favorite shows run 
and jump in direct response to their 
input on the buttons? That's pure 
magic for their little minds. It's 
amazing! 

I've seen it firsthand with Paw 
Patrol: On a Roll and my 4-year-old 
son Calvin. Calvin adores Paw Patrol. 
His favorite pup is Chase (because 
Chase wears blue, and his favorite 
color is blue), and Adventure Bay is 
the world where his imagination lives. 
It's late at night as I'm writing this, 
and Calvin's asleep in his bedroom, 
having just listened to my latest Paw 
Patrol bedtime story as the last event 
of his day. You could say he's a fan. 
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And Calvin has been absolutely 
giddy playing Paw Patrol: On a Roll. 
Like I said, it's been magic for him just 
to be able to take command of the dif- 
ferent pups that make up this multi- 
talented canine rescue team and have 
them dash to the right of the screen, 
collecting Pup Treats on their way to 
save the day around Adventure Bay. 

Running to the right and jumping to 
grab those treats floating in the air is 
the foundation of this design: surely 
the simplest game you could play on 
the Switch, or any other system. But 
that's what this game needed to be for 
little guys like Calvin whose only 
previous video game experience is 
watching his older brother play other 
games — this is a gentler, easier intro- 
duction to video game basics than 
even a Super Mario title, and never as 
frustrating as those can be for young 
players, as there are no enemies here 
to ever cause you to "lose." There are 
a few obstacles that can slow the pups 
down, but never anything that erases 
progress. 

What makes Paw Patrol: On a Roll a 
real winner is its absolute faithfulness 
to its source material. Players get to 
take control of every different pup on 
the team — even Everest and Tracker 
— and they all have their unique skills 
in tow, too. Rocky can build ladders on 
the spot from a pile of wood. Rubble 
can shove huge rocks out of the way 
with his big yellow bulldozer. Chase 
and Marshall, the two most popular 
pups, get their signature police officer 
and firefighter suits in some missions, 
but also use their secondary guises of 
Spy Chase and EMT Marshall in others. 
Even the stage settings are thorough, 
adapting several different environ- 
ments from the show, including Jake's 
mountain and Carlos' jungle. 

As a Dad, I'm thrilled that this game 
is as good as it is at doing exactly what 
it needed to do: put a huge smile on 
the face of my Paw Patrol-loving 4- 
year-old son. — LUCAS 
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Do IT YOURSELF! 


Join an all-new generation of 8-bit 
game creators using NESmaker! 


ARE YOU FEELING inspired? Has all of this 
issue’s talk about Shovel Knight pushed you, too, to 
do what the Yacht Club Games team did and try to 
recapture the nostalgic feel of 8-bit gaming by 
creating an all-new game of your own? Perhaps 
you'd like to go one step further and craft a game 
that can actually function on original 8-bit NES 
hardware?! Well, you can! 

When we last spoke to filmmaker Joe Granato, 
he was busy premiering his new film The New 8-Bit 
Heroes, which centered on his quest to create a 
new game for the Nintendo Entertainment System 
based on designs he had envisioned when he was a 
child. Since that time, development on that game 
has taken a detour as Joe and his fellow 8-Bit 
Heroes have created a tool that will allow anyone 
to make their own NES games — and created a new 
community of game creators too! 


NF: Good to see you again, Joe! So, what can you 
tell us about NESmaker? 

Over the course of building our game, Mystic 
Searches, we began developing a suite of tools: 
level editors, animation tools, text string editors... 
that kind of thing. This is certainly not uncommon. 
Most people who develop new NES games build 
similar things specific to their game. But we began 
to realize that the tools we were making might be 
capable of being much more than an in-house 
Mystic Searches editor. We decided to build a tool 
that would allow a user to create diverse NES 
games, playable on cartridge, without having to 
write a single line of code. Rather than spending 
years learning ASM and all the often-unintuitive 
particulars of programming for the system, the 
user can just jump right in and begin with the 
creative part of making a game! 


Do you need any sort of previous experience in 
programming to use this software? 

Well, NESmaker is like most other modern develop- 
ment environments: RPG Maker, GameMaker, Unity, 
Construct , . . these programs allow you to dive 
straight in from an intuitive front end without 
having to touch the code. But to do more advanced, 
unique things, being able or willing to learn the 
6502 Assembly programming language will open 
up more advanced possibilities. 


Were there any challenges to developing some- 
thing like this? Is there anything it won't be able 
to do? 

Oh yes, the challenges were, and continue to be, 
endless! There is certainly a reason no one has 


been so masochistic as to really attempt this in the 
past. Building NES games is not like building a 
game for a modern console or computer or device. 


With modern systems, the device itself has an oper- 


ating system that handles common things like 
drawing to the screen or playing back audio or any 
number of things we just take for granted. The NES 
has no operating system, so essentially every game 
handles these common things differently in a way 
that is best for each particular game. Some of the 
difficulty in developing this tool has been trying to 
create base engines that are broad enough the 
meet a diverse set of potential needs, but also use 
a small enough memory footprint to fit in the very 
small memory capacity of an NES game. 

Truly, NESmaker can do anything that the NES is 
capable of doing. It's really just a front-end code 
editor and organizer, like what a program like 
Adobe Muse does for web development. However, 
that doesn't mean that everything that the NES can 
do is available at the push of a button. We've made 
front-end editors for so many things, but it's nearly 
impossible for us to calculate the infinite needs a 
developer might have. So to do some things, users 
will obviously have to get a little bit creative. But 
that doesn't mean that NESmaker can't do them. 


You recently had a new update for NESmaker — 
can you tell us what's changed? 

Sure. Version 4.1.0 is being finished up as we 
speak. The tool itself has gone through dramatic 
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updates based on user feedback. The biggest 
update is in being able to back up projects with the 
entire included script pack, so that as we continue 
to upgrade the tool and release new and better 
modules, games created with older versions do not 
break with our updated code. Some of the other 
notable things improve workflow, such as having a 
tool bar with commonly used operations always 
present, being able to click and drag to place 
multiple tiles rather than clicking for every placed 
tile, the ability to duplicate and flip entire anima- 
tion states and several other things that make 
usability just a bit cleaner. We've also been hard at 
work on a brand-new, improved and versatile base 
engine that will allow for a huge amount of diver- 
sity just by choosing a few buttons. We are 
extremely excited to see how users bend and break 
this new base module engine to do creative things 
that we haven't even thought of! 


How has the reception been for NESmaker? 
Mostly, it's been positive. The user community is 
incredibly supportive of each other. A few people 
have asserted that NESmaker still has a bit too 
steep of a learning curve. Part of designing the new 
base module, and our new tutorial set that will 
launch with it, has been to help newcomers ease in 
to things. But if the current games in progress that 
we've seen are any indication, most people area 
really enjoying it and creating amazing things with 
it! Not only that, we're truly happy to see many 


ALL-NEW NES GAMES NOW IN THE WORKS! 


NESmaker is a seriously impressive software suite, and the proof is in the projects! While the software's official launch was only a few months ago and it's 
still being updated, modified and expanded on a regular basis, early adopters have quickly learned its ropes and have already begun to produce some 
absolutely impressive 8-bit adventures. As of this writing, two "modules" are supported, allowing users to craft Adventure games or Platformers. Classic 
sidescrolling run-and-jumps seem to be the most popular creations thus far, but even then there's a ton of variety on display: dark dungeon explorers are 
rubbing elbows with cheerful cartoony jaunts, and mechanically there's also been a lot of variance! The Tower of Turmoil, for example, grants its hero a 
downward sword stab similar to Shovel Knight's Shovel Drop, and Witch City adapts and updates elements from Sunsoft's Batman on NES (that's two points 
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users who have never created games before gain a 
little bit of confidence seeing their visions come to 
life on the NES, and even trying their hand and 
writing their own ASM code in order to do more 
advanced things beyond the base module thanks to 
the jumping-off point NESmaker provides. That is 
very gratifying. 


What can we look forward to seeing in further 
updates in the future? 

The next major update, likely coming mid-2019, will 
definitely have our music composition tool and 
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improvements to our "special screen" editor. Aside 
from that, it's hard to say, because a lot of our 
development decisions come from user feedback. 
So we'll just have to see what users have to say. 


So, I've heard there's a contest coming... 

Yes! The first-ever NESmaker competition is coming 
in January. It's open to everyone, at any skill level, 
who uses the software. We have some very exciting 
judges, and have worked hard to provide some very 
cool rewards for winners. I don't want to say too 
much about it quite yet, but you'll be able to find 


for that one in this issue), like the Dark Knight's Batarangs and wall-clinging action! Take a look at these works in progress, then consider making your own! 
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all of the information on our website, found at 


TheNew8bitHeroes.com! 


Thanks for speaking with us, Joe! | know I'm 
looking forward to what some of the more enter- 
prising programmers will come up with! = 


TheNew8bitHeroes.com 
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AWIENER IS You! 


Nintendo Power's resident chef is still cooking up new ideas! 


FORMER NINTENDO POWER senior editor 
Chris Hoffman may have moved on to other 
projects, but that doesn't mean he isn't still playing 
with power and cooking up new ideas! 

Based on the idea of a hot dog stand inspired by 
the phrase "A Winner is You!" from Pro Wrestling 
for the NES (now available again through Nintendo 
Switch Online after more than 30 years without a 
re-release), The Hoff came up with a variety of 


frankfurters inspired by the larger-than-life roster 
of wrestlers from the Video Wrestling Association. 

"The project really just started with the phrase 
"А Wiener is You," he tells NF. "I've always been a 
fan of Pro Wrestling for NES, and of course 'A 
Winner is You!' is a classic line, and at some point I 
thought, 'Man, that would be a great name for a 
hot dog stand.' And then eventually | started imag- 
ining what would be served there, and naturally the 
menu would be inspired by the game, and so | 
started thinking about how to capture each charac- 
ter's personality and background in a hot dog." 

The Fighter Hayabusa shows its Japanese influ- 
ence by drizzling a creamy Teriyaki sauce over a 
mix of bacon crumbles and pineapple salsa, 
while Starman is a lucha house party of 
queso, avocado slices and jalapenos, 
topped with crushed blue corn 
chips and red onion to mimic the 
masked man's signature colors. 


Meanwhile, Giant Panther takes a hulking frank and 
tops it with smokey barbeque sauce, onion strings 
and strips of bacon and cheddar cheese — some- 
thing that could only be American-made. 

When you're called "King Slender's Slender 
Splendor," will anything besides a thin footlong 
wiener do? Top it with pickle spears and mustard 
(onions are optional), and you've got all the flair of 
a culinary classic. Then there's the Kin Corn 
Karndog — a killer concept, opting for a batter- 
dipped dog with Mongolian mustard (Chinese will 
do, if you're in a pinch) and Korean barbeque sauce 
for dipping. 

Things get wild with The Amazon, which tops a 
linguica sausage with a smattering of shredded 
pepper jack cheese and sriracha sauce, along with 
some pork chili verde and green onion. Stick a fork 
in it, and it's done. 

Finally, to be the man, you've got to beat the 
man. The Great Puma sits atop this food chain with 
a bacon-wrapped tube steak smothered in chili, 
covered in cheddar cheese and topped with diced 

pickles, sweet onions and spicy brown 
mustard, all inside a toasted bun. 

No matter which one you pick to 
create in your own kitchen, your 
lunch or dinner is sure to be a 

wiener! — DAVID 
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TIME WELL WASTED 


Shovel Knight helps launch a new periodical! 


VIDEO GAMES ARE often called 
"time wasters," even by the people 
who love them. Yet they also have 
the power to inspire deep levels of 
emotional investment and creativ- 
ity. How can both of these things 
be true? The answer probably lies 
in our individual relationships with 
games and, by proxy, the people 
who make them. Whether they 
want to or not, game developers 
put themselves into their work. 
When we play their games, we are 
interacting with their dreams. So is 
it a waste to spend the afternoon 
swapping stories and insights with 
friends? The way you answer that 
question will say a lot about you. 
The reasons why you play games, 
and what you hope to get out of 
them, probably says just as much. 
Not long ago, Sean Velasco, co- 
creator of Shovel Knight, told me 
he sometimes cries when he sees 
the ending of Shovel Knight: 
Plague of Shadows. The fact that 
he still has a wealth of emotion in 
his heart for a game he labored 
over for the better part of six years 
explains a lot about why he, and 
Shovel Knight, are both so great. 
That was just one of the many 
things | learned about Sean, as 
well as his partners lan Flood, Nick 
Wozniak and David D'Angelo (all 
interviewed back on Page 57) in a 
massive, 6,000* word Shovel 
Knight cover story analysis for A 
Profound Waste of Time magazine. 
Featuring glow-in-the-dark 
Shovel Knight cover art by famed 
artist Dan Mumford, the 180* page 
publication features a host of 
diverse content. Ashly Burch, voice 
actress for games and animation, 
offered a touching personal essay 
about grief. Vlambeer's Rami 
Ismail wrote about introducing his 
Mom to Final Fantasy. There are 
also detailed disseminations of 
Downwell, Yoshi's Story, BIT.TRIP 
and the Sega Technological 
Institute. Any one of them would 
have made excellent cover 
material, though in the end, 
Editor-in-Chief Caspian Whistler 
chose Shovel Knight for that role. 


When we asked him why, he told 
us, "I think what makes Shovel 
Knight resonate with so many 
people is that for all of its quirki- 
ness, it's incredibly sincere." 

"The market is flooded with 
games trying to emulate the 16-bit 
era, but only a few manage to do 
so as successfully as Yacht Club 
Games' debut sidescroller. In a lot 
of ways the game is more impres- 
sive because of what was left out 
than what was put in. There are no 
‘it’s dangerous to go alone' video 
game references, or sly winks to 
the player about memes or 
Internet culture. Instead, Shovel 
Knight opts to only reference itself, 
and commits to its own world and 
characters. The end result is a 
game that feels genuine, and as 
classic as many of the iconic series 
that it takes such heavy inspiration 
from." 

"That's why | was so happy 
when YC said they'd let us use 
Shovel Knight on our cover, 
because like they were emulating 
the games they loved growing up, 
in my own way l wanted to emulate 
them. | wanted APWOT to be as 
sincere and quirky, to have a well- 
run and communicative Kickstarter 
campaign and to ultimately deliver 
on people's expectations. To that 
end, Shovel Knight couldn't have 
been a more perfect game for our 
debut cover." 

"We're so proud of APWOT #1, 
and incredibly grateful to YC for 
their generosity and support in 
creating the first issue." 

A Profound Waste of Time, Issue 
One is in its second printing and is 
available now. The glow-in-the- 
dark version is available for £35 
(around $44.75 in U.S. dollars), or 
a "Standard Edition" without the 
glow treatment is on sale for £20 
(about $25.57). You can't go wrong 
with either one! — JONATHAN 
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PLAYING THE LONG GAME 


WE COULD ALL learn quite a lesson from the success of Shovel Knight. 


In this same spot five years ago, to close out our first NF issue with Shovel Knight on the cover, | wrote about the 
nervousness that the Yacht Club Games team had admitted to feeling as the game's release date grew closer. They 
were apprehensive — as all video game developers must surely be — about how their game would be received at 
launch. How many sales would come in. What the reviews would say. What people would think of all of their hard work 
and the results of all of their invested time! 


They needn't have worried. We know now, half a decade later, that the game turned out to not only be an incredible 
success story right out of the gates in 2014, but has gone on to be an enduring hit, still selling more and more copies 
by the day, to this day, via continued digital downloads and retail purchases. It's about to get yet another uptick in total 
lifetime sales numbers when the new physical Switch version launches in April, too, and it goes without saying that the 
fans have loved it all the way from Day 1. The team could have charged into that 2014 launch day with full confidence, 
assured in the success that would soon be theirs, leaving any and all pre-release jitters behind. 


That's not the lesson to learn, though. Yes, it's valuable to have faith in works you produce even before they're 
unveiled for public consumption, but nervousness preceding such moments is normal human nature. The lesson, then, 
is in what came after. 


Yacht Club Games got their reassurance that Shovel Knight would be a hit almost immediately — sales were strong 
out of the gates, it won 2014's Indie Game of the Year at The Game Awards and less than 18 months after its launch, it 
surpassed 1,000,000 copies sold. A truly insane number for an indie team with a single-digit number of employees! 
But they didn't pack it up then. They didn't pat themselves on the back and call it a day — no, they did something 
extraordinary and very rare in the video game industry. They slowed down. They decided to play the long game. 


It wasn't Plan A! As I mentioned earlier in this issue, the entire Shovel Knight experience, at one time, was meant to 
be complete by the end of 2014. All the add-on content. All the extra playable characters and the multiplayer battle 
mode. And you know? They probably could have done it. They probably could have just put Plague Knight, Specter 
Knight and King Knight directly into the original campaign without changing much of anything about the levels — could 
have even ignored the story inconsistencies that would have created. And people would have been fine with that, 
thinking nothing more about it. And then the fans would have moved right along and forgotten about Shovel Knight. 


Seriously, how many other eShop-exclusive games from 2014 are you still thinking about on a regular basis? Exactly. 
But at some point after that 2014 launch, Sean and his team rightly gauged what was happening with their creation 
and pumped the brakes. They slowed everything down, spread everything out, and let the Shovel Knight fandom grow 
over time. The long game. The patient approach. And now, since the extra campaigns have been spread out and the 
release of each one has been a major individual event, and since Yacht Club has liberally allowed their hero to cameo 
in dozens of other games so that we've been continuously reminded of Shovel Knight over and over again for these 
past five years... well, he's become a true superstar! 


There's value in playing the long game. That's the lesson. That's the takeaway. So stick with it. Give it time to grow 
and mature. Whatever "it" is for you — your art, your relationships. When you start to see success in some area, don't 
try to rush whatever journey you're on to its conclusion as quickly as you can. Take a step back and let it breathe, and 
it may very well grow to be greater than you in your early nervousness ever could have imagined. 


But wait! Don't miss the critical asterisk: the "when you start to see success" part. Yacht Club eased off the gas and 
decided to let things play out more slowly when Shovel Knight was doing well early on. If the game had not been a hit 
in the early-going, it would have been insane and irresponsible to stretch complete development of the project out 
over five more years. So do play the long game in your life when you see something start to take off — but if you're 
working on a game or a book or a website or a YouTube channel or a relationship and you've given it sufficient time to 
gain traction and it just hasn't done so, then stop. Cut it off. Put it behind you so that you can move on and invest your 
time — your limited, precious time — elsewhere. 


Play the long game! When appropriate. Learn from our good pal Shovel Knight. — LUCAS 


